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THE RIGHT FLAT-PANEL 
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Sony Bravia™ XBR® TVs 
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"Sony's XBR LCD TVs may be the most 

gorgeous High-Definition flat-panels I've 
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"These days, I find I don't have to spend much time telling people 
about the Apple iPod - most of them already know. But I've 
noticed more and more iPod fans who are looking for ways to 
listen to their iPod without headphones. One of the solutions I've 
been suggesting is the attractive-yet-understated Bose Sound- 
Dock. It's essentially a dock with built-in powered speakers. All 
you do is slide your iPod into place and let the music play." 
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Canon PowerShot SD450 

"Canon's Digital ELPH line of cameras has always been sleek, 
but in the last year they've started packing an amazing amount 
of technology into each tiny camera body. For example, the best- 
selling SD450 is a 5-megapixel camera with a 2 1 /2 ,r viewscreen, 
but it weighs just 5 ounces and is under an inch deep." 
Canon PowerShot SD450 #280PSSD450 
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For a free catalog or to order 
1-800-555-8260 or www.crutchfield.com/xxb 



Voted # 1 electronics retailer 6 times running. 

Crutchfield received BizRate's Circle of Excellence award for seven key areas, 
including our product selection, on-time delivery, and customer satisfaction. 
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XBOX 360 ARRIVES 



Meet The New Xbox 



The Mighty Console, Inside & Out 




On Nov. 22, 2005, Microsoft introduced the 
Xbox 360 with great fanfare and loud trum- 
pets — well at least with a raucous MTV 
special. The Xbox 360, the company's 
second-generation gaming console, picked up 
right where its powerful Xbox left off. The holiday launch was 
troubled by hardware shortages, but demand for the Xbox 360 
was at incredible levels — scalpers were selling their consoles for 
upwards of $1,000 on eBay at the height of the frenzy. 

After the holiday season, Microsoft started getting the 
supply lines back on track and is on pace to sell 4.5 to 5.5 
million Xbox 360s worldwide by mid-year. We'll take a look 
at the hardware inside the 
new Xbox 360, what it can 
do for you game-wise and 
otherwise, and what's next 
for the world's biggest soft- 
ware company that aims to 
be the world's biggest gam- 
ing company. 

Core Or 
Hardcore? 

Microsoft surprised 
a lot of folks by re- 
leasing the Xbox 360 in 
two flavors at launch: 
the standard Xbox 360 
for $400 and the Xbox 
360 Core for $300. The 
central hardware isn't any 
different between the two 
packages, but the premium 
system comes with a lot of ex- 
tras that make it well worth the additional $100. 

For starters, the Core system ships without the 20GB hard 
drive, and the drive alone will cost you $ 1 00 if you opt for 
one later. Sans hard drive, you miss out on a lot of the Xbox 
360's features such as downloaded demos and other files from 
Xbox Live and the ability to play original Xbox games. The 
Core system also ships with a wired controller instead of a 
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The new Xbox 360 can sit 
vertically and horizontally 
and sports a svelter look 
than the original Xbox. 



4 www.computerpoweruser.com / Xbox 360 



XBOX 360 ARRIVES 



wireless one and a standard A/V cable 
instead of an HDTV cable. The Core 
system is also missing the headset and 
Ethernet cable that Microsoft includes 
with the premium package. Suffice to 
say, it's a better deal to go with the stan- 
dard $400 Xbox 360. 

The central hardware includes three 
3.2GHz core processors, making the 
Xbox 360 more powerful than all but 
the most cutting-edge desktop PCs. (See 
sidebar "Old X vs. New X" for a com- 
parison of the original Xbox and the 
Xbox 360.) There's also 512MB of 
GDDR3 memory that is shared between 
the main system and the graphics, al- 
though Microsoft embedded 10MB of 
DRAM for the frame buffer to speed up 
graphics performance. 

As we mentioned, the Xbox 360 sup- 
ports wireless controllers, so you don't 
need to worry about tripping over cords 
when you're gaming. Up to four wireless 
controllers can be used at once, and there 
are two USB ports up front (with an- 
other one around back) for hooking up 
wired controllers. The headset plugs di- 
rectly into the controller, so you're not 
tethered to the console with a headset/ 
wireless controller combo like you were 
with the original Xbox. 

The Xbox 360 supports HDTV reso- 
lution formats up to 720p and 1080i, 
and every game will ship with at least 
720p resolution. What do these num- 
bers and letters mean? They mean that 
Xbox 360 games on an HD screen look 
simply amazing. There's hardware sup- 
port for Dolby Digital 5.1, so games 
and movies take advantage of your sur- 
round sound setup as well. 

The 360 can sit horizontally or verti- 
cally, and the faceplate snaps off, letting 
you customize the front of your Xbox 
360 with optional faceplates in a range of 
colors and styles. 

What Can It Do? 

OK, so you can get some great gaming 
in on the Xbox 360, but what else can it 
do for you? Well, there's Xbox Live — 
head-to-head gaming, demo downloads, 
multimedia content, and an entire online 
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With the premium Xbox 360 package, 

you get a wireless controller that lets you 

game sans cord. The Xbox 360 Core ships 

with a wired controller. 
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community of users. But you can 
also hook up the Xbox 360 to your 
home PC. If you're running Win- 
dows XP Media Center Edition (or 
even normal XP with a software 
upgrade), you can play music files 
and view photos stored on your PC 
via the Xbox 360 and your living 
room TV. 

The USB ports on the 360 aren't 
just for wired controllers, either. 
You can plug in a USB keyboard for 
entering information in forms and 
attach your MP3 player to transfer 
songs to the 360 and then play them 
during your favorite games. 

Speaking of games, the Xbox 
360 can play almost all of the orig- 
inal Xbox games. You'll have to 
download a game emulator update 
(which requires the hard drive), 
but the games run as well (if not 
better) on the Xbox 360 than on 
the original Xbox. 

The hard drive and the online connec- 
tion mean that you're also able to expand 
games with new content just as you could 
with the original Xbox. Kieran Connel, 
the lead software engineer for Perfect 
Dark Zero, said that his team has been 




working on some new content for the 
game in the near future. 

"Xbox Live, and particularly the 
Marketplace, is a fantastic advantage that 
Xbox has over its competitors. The on- 
line experience is going to grow and 
grow over the next few years, and it's 



really exciting to be at the forefront of 
that," he said. 

Next For Xbox 

Looking ahead for the Xbox 360, one 
of the biggest questions is when will Halo 



An Executive Perspective 




We chatted with Scott Henson, 
director of Microsoft's 
Advanced Technology Group, which is 
responsible for making the develop- 
ment of games for the Xbox 360 a 
smooth and enjoyable process, about 
how the 360 launch went, what he likes 
best about the 360, and where 
Microsoft gaming is headed next. 



How would you compare the 
launch of the Xbox 360 to the 
launch of the original Xbox? 

SH: As ambitious as 
launching the original Xbox 
was for the company, Xbox 
360 was more complex in 
every way. With the original 
Xbox, we launched with 



essentially off-the-shelf com- 
ponents, no online service, in 
the U.S. only, and games that 
were offline only. With Xbox 
360, we had a brand-new, 
next-generation multiprocessor 
architecture and a vastly up- 
dated Xbox Live service, which 
is an integral part of the 



console. Every game is 
plugged in to the service in 
someway. Most games 
have multiplayer support. 
All of this was incredibly 
ambitious, but then we 
added in the extra challenge 
of launching in three major 
territories before the end of 
the holiday. I think what we 
just pulled off with Xbox 
360 is the most aggressive 
consumer product launch ever. 
We would love to have had 
been able to fully meet the un- 
precedented demand of 
launch. Still, we sold 2.5 mil- 
lion units within the first 90 
days and are well on track to 
hit 4.5 to 5.5 million units by 
the end of June with millions 



more coming to gamers 
through the end of the year. 

What are the three coolest 
things that the Xbox 360 lets 
you do? 

SH: Number one is that the 
Xbox 360 lets you play the best 
next-gen games on the planet. 
All games are in high definition, 
have the ability for you to listen 
to your own music while you 
play, and are all Live-enabled in 
some way. No matter what 
game you are into, it's going to 
have the best experience on 
Xbox 360. 

Number two would have to 
be one of the things I spent 
some time on in the early days 
of Xbox 360 which is a concept 
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3 come out and what will the game 
be like. Rumors are flying around 
the Web about details such as a 
possible name change for the series, 
and Microsoft has hinted that the 
third title in the series might be re- 
leased concurrently with Sony's 
PlayStation 3. 

That would be a mistake, said 
Michael Goodman, a senior analyst 
with the research firm Yankee 
Group ( www.yankeegroup.com ). 
"Somewhere out there, Halo 3 is 
hanging. But it would be a waste to 
launch at the same time as the 
PS3," he said. "Microsoft could 
launch it early next year or even as 
& a holiday '07 title to really con- 

tinue to drive the hardware." 
ifl Microsoft is now being elusive 

MM about the Halo 3 ship date. "There 

is nothing to announce regarding 
any future titles from [Halo maker] 
Bungie at this time," said Scott Henson, 
director of Microsoft's Advanced 
Technology Group. "That said, we be- 
lieve the winner of the next-generation 
console share battle is up for grabs." 

Microsoft has designed the Xbox 360 
to be malleable enough to change and 



Old X vs. New X 



The original Xbox was the most powerful video game console on the market until the new 
Xbox 360 came out. Here's how the two compare side by side: 





Xbox 


Xbox 360 


Processor: 


733MHz Intel CPU 


3.2GHz PowerPC processor with 3 cores 


Memory: 


64MB DDR 


512MB GDDR3 


Hard drive: 


8GB 


20GB 


Display: 


1,920x1 ,080 resolution 


720p and 1080i 


Controllers: 


4 controller ports 


2.4GHz wireless, plus two USB ports 


Ethernet: 


Yes 


Yes 





grow over time along with games and 
gamers. "We design [ed] it to be future 
proof such that we can continue to add 
new capabilities over time — both hard- 
ware and software," Henson said. 
"There are so many exciting scenarios 
we are kicking around — like the integra- 
tion of a camera, the ability for gamers 
to be able to build, auction, and trade 
content online, and some new music 
and video scenarios that complement 
the gameplay experience even more." 

But what it comes down to is the 
games. And they're only going to get 



better in the future. "You're absolutely 
going to see more coming out of 
games," said Goodman. "Games will 
look better; their graphics and physics 
will be more realistic; and they'll have 
smarter AI. You will see continuously 
better games as developers learn to 
create for this platform. And this holds 
true for all video games." 

Sounds like we've got a lot of fun to 
look forward to. CPU 

by Joel Strauch 
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SH: In short, you are going 
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by Andrew Leibman 



Two Ways To Play 



Xbox 360 Core vs. Xbox 360 

Gamers aren't who they used to be. The gamer demo- 
graphic has exploded over the past decade to include 
men and women of all ages, economic means, and enter- 
tainment preferences. Microsoft caught on to the trend and has 
created two versions of the Xbox 360 to satisfy this diverse gaming 
audience. Microsoft offers the Xbox 360 Core System ($299) for 
users who want the most powerful gaming console currently avail- 
able but don't necessarily need all the extras right away. 

The most striking difference you'll notice between the Xbox 
360 Core System and Xbox 360 (besides the price tag) is the color 
of the retail package. The Core unit comes in a lime green box. As 
the name suggests, the Core System comes with all the basics 
you'll need to get your game on, including the Xbox 360 console, 
a wired controller, composite A/V cables, power cord, power 



supply, and the obligatory instruction manual. The Core System 
also comes with a free Xbox Live Silver account. 

With the Core System, you can play Xbox 360 games, watch 
DVD movies, play CDs, play music from USB-enabled MP3 
players, and display photos from your USB-enabled digital 
camera. You can connect up to four wireless controllers (sold sep- 
arately) using the Xbox 360 Core console's wireless capabilities. 
You can also connect your Xbox 360 Core System to your 
Windows XP computer via a wireless hub, router, or wired 
Ethernet to view photos and listen to music from your TV and 
audio equipment. Windows Media Center Edition users can 
stream videos in addition to music and photos. Xbox 360 Core 
owners can also adjust the console's Family Settings to restrict ac- 
cess to games, DVD movies, and various aspects of Xbox Live. 



The wired controller included in the Core System 
package features the Xbox Guide button for ac- 
cessing the Xbox 360's main menu. The controller 
also includes an expansion port for an Xbox 360 
Headset (not included). The wired controller's cable 
has the inline release safety feature, which reduces 
the chance that the console will fall if the controller 
cable is pulled from the unit. 



r 



The Core System is ideal for gamers with 
standard definition TVs. The Composite A/V 
Cable included with the Core is 6 feet long and 
consists of a composite plug for sending the 
console's video to your TV and left and right 
audio plugs for sending the console's sound to 
your TV or stereo audio system. 
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The Xbox 360 Core console is practically identical 
to the unit that comes in the more expensive 
Xbox 360 package. The only real difference is the 
color of the disc drive tray and Eject button; 
which are the same off-white hue as the rest of 
the Core unit. Other features of the front of the 
Core console include two memory card slots, an 
infrared sensor and syncing button for use with 
wireless controllers and remotes (not included), 
two USB ports, and a large Power button. The 
Ring of Light is a circle of green LEDs framing the 
Power button, which indicates the number of con- 
trollers plugged into the console, and also aids in 
troubleshooting problems by flashing different 
patterns and colors. The front bezel of the Xbox 
360 Core console is removable, which lets 
you upgrade the look of your Xbox 360 by pur- 
chasing new faceplates ($10 to $20). The left 
side of the console features a removable gray 
plastic cage that covers the Xbox 360 Hard Drive 
expansion port. The back of the unit includes a 
power port, A/V port, Ethernet port, and a third 
USB port. 








Two Ways To Play 



Part II The Xbox 360 

The Xbox 360 is Microsoft's gaming and entertainment 
package for the entertainment enthusiast. At $399, the 
Xbox 360 is $100 more expensive than the Xbox 360 Core 
System, but for many this package is worth every penny. 

The Xbox 360 comes in a pale gray box, but don't let the sub- 
dued packaging fool you. Inside you'll find everything you need 
to experience explosive gaming and engrossing entertainment. 
The only things you'll need to supply are an HDTV, a home- 
theater system, and broadband Internet access. But even if you're 
just the forward-thinking type and plan to get an HDTV/home 
theater/broadband Internet in the near future, this package will 
work with what you have now. 

Inside the box, you'll find the Xbox 360 console, a wireless 
controller and batteries, component HD A/V cables, a removable 
20GB hard drive, a headset, a 16-foot Ethernet cable, power cord, 
power supply, and an expanded instruction manual. 



When you pony up for this unit, you're capable of the same 
gaming goodness that the Core System offers. You can play Xbox 
360 games; adjust Family settings for DVDs, games, and Xbox Live; 
watch DVDs; play music CDs; and connect MP3 players and digital 
cameras. As with the Core System, the Xbox 360 lets you stream 
music and photos from your Windows XP computer. Windows 
Media Center Edition users can stream video in addition to music 
and photos. This console also accepts up to four wireless controllers. 

The Xbox 360 lets you play select backward-compatible games 
made for the original Xbox, save your in-game progress, and rip 
music and copy photos locally to the console's included hard 
drive. The Xbox 360 also offers out-of-the-box connectivity to 
Xbox Live via the free Xbox Live Silver Membership or an Xbox 
Live Gold Membership ($50 per year). On Xbox Live you can 
play games and chat online with friends, family, and complete 
strangers the world over. 






The Xbox 360's Component HD AV Cable offers more connectivity 
options than the Core System's A/V cable. The cable features red, 
blue, and green component plugs that correspond to the Y, Pb, 
and Pr inputs for HDTVs. The cable lets you view your games and 
movies at a stunningly crisp 720p and 1080L This cable also fea- 
tures a built-in optical audio port, which lets you connect your 
Xbox 360 to a 6-channel (or better) home theater. For those 
without an HDTV or a surround sound system, the component HD 
A/V cables also include composite and stereo audio plugs for 
standard definition TVs. A switch on the side of the connector lets 
you choose between HDTV and standard TV output. 






The Xbox 360's included controller connects to the console 
wirelessly and shares the button layout of the Core System's 
wired controller. The unit is powered by two AA batteries or a 
rechargeable battery pack (sold separately, $12). The con- 
troller features a Connect button on the top-left side of the 
controller for syncing your controller to the Xbox 360. The 
top of the controller also features a port for connecting a Play 
& Charge Kit (sold separately, $20). 




r.computerpoweruser.com / Xbox 360 









Microsoft tricked out the Xbox 360 with a chromed disc drive tray and Eject button, which in- 
stantly distinguishes it from the monochrome Core System. In almost every other respect, the 
Xbox 360 is identical to the Core System. The front panel features two memory card slots, an 
infrared sensor and syncing button, two USB ports, and the Power button surrounded by the 
Ring of Light. Like the Core, you can remove the front bezel of the Xbox 360 and upgrade it 
with custom faceplates. The back of the unit includes a power port, A/V port, Ethernet port, 
and another USB port. The left side of the Xbox 360 features the removable 20GB hard drive. 




The Xbox 360 comes with a removable 20GB hard drive for 
saving games, music, photos, and downloaded content. 
Simply press the button on the hard drive to disconnect it 
from the console, and you can take all of your Xbox 360 
data on the road without having to disconnect your system. 



The Xbox comes with a headset for communicating over 
Xbox Live. The unit features a mute switch and volume dial 
on the plug. Simply connect the plug into the port on the 
bottom of your wireless (or wired) Xbox 360 controller, and 
you'll be ready to talk trash with the best (or worst) of them. 
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Console Me 




A Brief History Of Console Video Games 




Who among us can say that he 
or she has not dreamed of 
playing football for the 
Pittsburgh Steelers, performing like 
Michael Jackson, winning NASCAR, or 
rescuing princesses with Italian plumb- 
ers? Most of us, sad to say, will not 
achieve these dreams in our waking lives, 
and until recently we had to bed down 
for the night to seek refuge in dreams and 
fantasies. Today, technology makes nap- 
ping obsolete — all you need is a video 
game console. 

Video games have been on a fast up- 
ward trajectory since the very dawn of 
the computer age, and more than 50% of 
Americans now play a video or computer 
game on a regular basis. From this thick 
trunk sprouts four major branches: ar- 
cade games (mostly obsolete), PC games, 



handheld devices, and gaming consoles. 
In this article we'll climb the last of those 
branches, covering some of the history of 
the console industry and looking at the 
current marketplace. 

The advent of video games is hard to 
pin down. Some pundits cite Willy 
Higginbotham's Tennis for Two, devel- 
oped at Brookhaven Laboratories in 
1958, in which players saw a 2D side 
view of a court, and selected the angle for 
hitting the ball. Others point to 1961, 
when Steve "Slug" Russel and members 
of the Tech Model Railroad Club created 
Spacewar on the Programmable Data 
Processor- 1 at MIT. Players used the 
"Wedge" and "Needle" spaceships to fire 
torpedoes at one another while con- 
tending with forces of gravity and mete- 
oroids. These early influences inspired 



the "father of video games," Ralph Baer, 
to create a two-player Ping Pong game in 
1967, (similar in nature to Atari's famous 
Pong, which came later), and in 1972 his 
"brown box" Magnavox Odyssey became 
the first home video game system. 

But it was Nolan Bushnell who picked 
up Baer's torch and ran with it the far- 
thest, founding the legendary Atari with 
Ted Dabney in 1972. Bushnell persis- 
tently pursued new technologies and 
was obsessed with staying ahead of the 
competition, and by the mid 1980s 
Magnavox, Fairchild (whose Channel F 
console was the first to use replaceable 
cartridges rather than hard-wired games), 
and other less-successful producers had 
all dropped out of the console race. The 
cocky and bloated Atari they left behind 
produced 12 million copies of Pac-Man 
for only 10 million consoles and then 
dumped millions of Pac-Man and E. T. 
cartridges in the New Mexico desert, 
later steamrolling them into oblivion to 
thwart entrepreneurial scavengers. In 
1982 the Atari 5200 was foiled by a 
flawed joystick, and the initial rush of en- 
thusiasm for video game consoles waned, 
plunging the industry into a three-year 
dark age. 

The fog lifted in 1986 with Japan's 
Nintendo Entertainment System. Sales 
started off slow, but Nintendo capitalized 
on its arcade success Donkey Kong and 
packaged the NES with the Super Mario 
Bros, characters evolved from Jumpman, 
a Donkey Kong protagonist. Mario and 
Luigi, along with other strong characters 
such as Zelda (another hit by Donkey 
Kong's legendary designer Shigeru 
Miyamoto) eventually brought great suc- 
cess for Nintendo. Atari and another 
Japanese firm called Sega followed 
quickly with their own 8 -bit systems later 
that year, but Nintendo had snatched the 
lead and held on. 

The competition heated up in the 
early '90s. Sega decided to play to a 
slightly older demographic with the 
Genesis, to contrast with Nintendo's kid- 
friendly image, which they did largely 
with the cheeky Sonic the Hedgehog. 
After the U.S. debut of the Super NES in 
1991, Nintendo's and Sega's established 
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A console heard round the world: Atari 
trounced the Magnavox Odyssey with its 
debut console in 1977. 

user base helped them hold off competi- 
tion from more advanced technology 
such as the 32-bit 3DO Interactive 
Multiplayer released in 1993 and the 64- 
bit Jaguar offered by Atari, both plagued 
by software shortages. 

The 32-bit generation of hardware 
dropped in 1995 with the release of the 
CD-based Sega Saturn and the Play- 
Station from newcomer Sony. Sony had 
done its homework, and PlayStation 
games were relatively easy to design, 
making third-party game developers only 
too happy to get started building the 
PlayStation library. Meanwhile, Sega was 
spreading itself too thin, releasing a 32- 
bit upgrade accessory for the Genesis 
alongside the Saturn. The Saturn itself 
was expensive, and hit game titles were 
not ready in time for its debut. By the 
end of 1995, there were twice as many 
PlayStation units in use as Sega Saturns. 

Nintendo leapfrogged the 32-bit gen- 
eration with the Nintendo 64 in 1996. 
Though Nintendo had taken care to 
have a large selection of games ready at 
release (even delaying shipment of the 
console while the great designer 
Miyamoto perfected Super Mario 64), 
Nintendo stuck with the cartridge 
system for the N64, a choice that proved 



unpopular with game developers. 
SquareSoft, the company behind the role- 
playing Final Fantasy series, dropped 
Nintendo in favor of the artistic freedom 
offered by Sony's PlayStation. Over the 
next several years, PlayStation took the 
lead, growing its user base, along with a 
steady stream of desirable software. By 
2001, 27 million PlayStation units had 
sold worldwide, compared to 18 million 
N64s, according to the book "High Score! 
The Illustrated Histroy of Electronic 
Games, 2nd Edition." (Sega's share had 
dribbled away.) 

Replaying a familiar cycle, a new 
generation of hardware technology early 
in the new millennium scrambled the 
market leaders. With the Xbox release 
on Nov. 15, 2001, Microsoft entered 
the fray alongside Sony and Nintendo, 
whose PlayStation 2 and GameCube 
debuted in October 
2000 and November 
2001, respectively. 
Consoles now played 
DVD films (the Xbox 
and PS2) and included 
Internet hookups for 
multiplayer competi- 
tion (on all three con- 
soles). PlayStation 2 
dominated sales, fol- 
lowed by Microsoft's 
Xbox and then the 
GameCube; despite 
Nintendo's efforts to 
undercut the competi- 
tion by pricing the 
GameCube $100 be- 
low the PS2 and Xbox, 
inferior game selection 
and boxier, less hip 
console design could 
not be overcome. 
(Nintendo's value 
pricing strategy has 
had notably greater 
success in the hand- 
held games market.) 

The vanguard of the 
next generation is the 
Xbox 360, whose 2005 
debut was a full year 
earlier than Sony's PS3 



and Nintendo's Revolution, expected in 
late 2006. PS3 is based on new Blu-ray 
drive high-definition technology fea- 
turing unprecedented storage space (and 
backwards compatibility with DVDs 
and CDs). Splitting the difference, 
Microsoft will keep prices lower than 
PS3 but has plans to release an HD- 
DVD accessory for the 360, which will 
retail for $100 more. Nintendo will 
again aim at value and accessibility over 
cutting-edge HD technology. 

Today, the supremacy of the Play- 
Station series is reflected in both market 
share (north of 50%) and software sales: 
eight of the top 10 best sellers in 2005 
were PS2 games. This may be attributable 
to timing more than anything else: most 
hard-core gamers already owned a PS2 
when the Xbox and Xbox 360 came out. 
Unlike the earlier days of the business 



PC vs. Console gaming 



Many of the advan- 
tages enjoyed by 
the PC platform were 
subsumed with the 
Internet features on the 
PS2, GameCube, and 
Xbox consoles, which 
permit the same multi- 
player online gaming that 
PCs do. Console systems 
will be instrumental in in- 
troducing online gaming 
to the mainstream 
market, according to 
Alexis Madrigal, analyst 
for DFC Intelligence. He 
also speculates that on- 
line gaming may offer 
possibilities for opening 
up the video game demo- 
graphic. Online gaming 
brings new possibilities 
for communicating with 
others, which may attract 
a greater portion of the 
female population turned 
off by the large popula- 
tion of console games 



dedicated to "killing, 
maiming, eating, and 
competing"— in other 
words, male fantasies. 

Apart from online 
gaming, PCs and consoles 
are largely differentiated 
by the user's experience: 
Consoles allow you to play 
with friends in the same 
room, and PCs generally 
don't. PCs also lose points 
for system requirement is- 
sues that create head- 
aches a console user 
never comes close to ex- 
periencing. Affordability is 
another strike against PCs; 
a worthy gaming PC costs 
in the neighborhood of 
$2,000. The PC continues 
to be the preferred plat- 
form for some complex 
games, but most other 
genres are losing players 
to consoles as technolog- 
ical advances erode the 
PC's advantages. ▲ 
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when character brands distinguished con- 
soles from each other, software publishers 
such as Electronic Arts, Take Two 
Interactive, and RockStar Games now 
publish titles such as the Madden NFL 
and Grand Theft Auto series for both PS2 
and Xbox (as well as for the PC). Though 
particular titles specific to one console or 
another (such as Microsoft's Halo) are 
still a major driver for sales, the prolifera- 
tion of games of all types for all consoles 
has watered down brand identity consid- 
erably. Nintendo, which has had trouble 
shedding a kid-friendly image, may be an 
exception (though things are better than 
in the days when a focus group showed 
that older teenage boys who owned the 
Super NES were often too embarrassed to 
admit to it). 

By 2004, sales of gaming software and 
hardware reached $9.9 billion dollars 
(according to a report from The NPD 
Group), surpassing box-office revenues 
for the movie industry (but not total rev- 
enues for the movie industry, despite the 
popularity of such claims). Console sales 
represent more than 80% of that figure, 
according to the Entertainment Software 
Association. Though the console in- 
dustry will continue to thrive, predicting 
the direction it will take is a dicey 
matter. Meanwhile gamers will simply 
bide their time waiting for another great 
technological leap forward to enhance 
their dreams and fantasies. CPU 

by Ryan Turner 



Timeline 




For the next few 
months, the 
world's most 
powerful console. 



Consoles and console games have been around longer than many gamers have been 
alive. Yesterday's consoles seem quaint, and certainly boring, compared to today's 
flashy systems with games full of eye candy. But consoles had to start somewhere. Here is 
a timeline of milestones that the console game platform has reached over the years. 




Ralph Baer et al's Magnavox 
Odyssey console is released, with 
all software preloaded. 

Nolan Bushnell and Ted Dabney 
found Atari and release a hugely 
successful coin-operated Pong. 

Atari releases the Sears Telegames 
Pong, a home version of their arcade 
hit, in time for the holiday season. 

5 Coleco releases the Telestar and 
enjoys a brief lead over the con- 
sole competition. 

Fairchild's Channel F features a 
revolutionary cartridge system that 
allows users to play new games as 
they are released. 

1 Atari VCS makes its debut; the first 
appearance of a joystick. 

Magnavox's Odyssey 2 flops. 

Disenchanted Atari game program- 
mers leave the company and found 
Activision, which publishes games 
independently. 

Mattel's Intellivision console com- 
petes with Atari's VCS on the 
strength of existing handheld 
sports video games and superior 
graphics. 

Coleco's console ColecoVision is 
released with even better graphics. 

Activision replaces Atari as the 
fastest growing company in U.S. 
history. 

I The Atari 5200 is doomed by a 
faulty joystick controller. 



Atari's losses now total $536 mil- 
lion. Sega releases the SG-1000 
in Japan. 

NES is released nationwide in the 
United States, followed by the Sega 
Master System and the Atari 7800. 

J Sega releases the Genesis in the 
Untied States (already available 
in Japan). Nintendo's Gameboy is 
released. 

Super NES is released in the United 
States. 

Atari Jaguar and 3D0 Multiplayer 
flop. Senate hearings on violence 
in video games lead to creation of 
industry-wide ratings system. 

994 Sony releases PlayStation in Japan. 

PlayStation and the Sega Saturn 
are released in U.S. market. 

Nintendo 64 hits the United States. 

Sega releases Dreamcast in the 
United States, first online-capable 
console. Sales are weak due to poor 
selection of games and anticipation 
of the more powerful PlayStation 2. 

Sony's PS2 becomes available in 
Japan and the United States. 

Sega pulls out of console market. 
Nintendo's GameCube and 
Microsoft's Xbox are released. 

Xbox 360 arrives and immediately 
sells out. 

Sony PlayStation 3 and Nintendo 
Revolution are coming. 
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Set Up Your Xbox 



Unpack, Connect, Kick Derriere 



When a gaming console comes 
along and produces war stories 
of how adoring individuals 
camped outside Best Buy with nothing 
but a North Face parka and an almost 
feral resistance to cold, you know you're 
dealing with some hot hardware. You 



might not have been a part of that stalwart 
minority (and if you are, why aren't you 
playing Quake 4 right now?), but through 
whatever means, you've finally accom- 
plished what you thought was impossible: 
A pristine, unopened Xbox 360 sits in 
front of your eyes, waiting to be played. 



Maybe you sniped an eBay auction to 
acquire your system. Perhaps you were 
strolling through Target as a store asso- 
ciate just happened to be stocking a fresh 
shipment of systems. And if you wake up 
one morning with a searing pain in your 
back in the general location of one of 
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your kidneys, we really don't want to 
know what measures you took to wrap 
your arms around Microsoft's latest 
gaming brainchild. 

As difficult as it was to restrain ourselves 
from ripping open our Xbox 360's box, 
connecting the console, and starting to tear 
up the streets of PGR3, we hunkered down 
with our trusty digital camera to document 
our step-by-step journey. We'll show you 
all the goodies contained within the Xbox 



360's inviting cardboard exterior and ex- 
actly what to expect from start to finish. 

Although finally experiencing gaming 
in high definition is an adrenaline rush 
worthy of hours upon hours of your pre- 
cious time (trust us, this is something we 
were happy to verify), the Xbox 360 is as 
much an entertainment hub as it is a 
next-gen gaming console. Shutterbugs 
can connect their digital cameras to the 
Xbox 360 (see "The Photo Game" on 



page 30) to funnel photos over a wireless 
network (see "Play Online Without 
Cables" on page 26 for connecting your 
Xbox 360 to a wireless network). If you 
want to build a digital jukebox by con- 
necting your MP3 player and/or 
Windows Media Center PC to your 
Xbox 360, see "Xbox Tunes" on page 28. 
And for an in-depth view of the Xbox 
360's Windows Media Center Extender 
and how your console will interact with a 
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Unpacking 



When you connect your A/V cable to the Xbox 360 
console and an HDTV, make sure you've flipped 
the switch to HDTV. 






S^3fe. 




The composite video connector might not offer 
the slickest image quality, but it sure v • 
beats a game of Centipede on the Atari. 








We wouldn't expect anything less from the most powerful 

software company in the world: Each piece in the Xbox 360 came 

individually wrapped in its own plastic bag. The Department of the 

Obvious reminds you to keep the opened bags away from small 

children and inquisitive primate pets named George. 



Connect the Xbox 360 Headset to the bottom of your 
controller and talk a little smack over Xbox Live. 
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WMC PC, see "More Than A Gaming 
Console" on page 23. 

Simply connecting A/V cables and pe- 
ripherals to an Xbox 360 will give you an 
engrossing entertainment experience, but 
the Xbox 360's online capabilities can 
connect you to a community of gamers 
who are itching to get their game on just 
as much as you are. Whether it's a Perfect 
Dark Zero head-to-head match against a 
CEO from Sunnyvale or a Madden 2006 



gridiron contest with a college freshman 
from Stony Brook, Xbox Live and the 
other online resources are the carton of 
Marlboros to your online Xbox 360 nico- 
tine cravings. The Xbox Online section 
beginning on page 35 has your 41 1. 

It's A Setup 

We introduced our trusty pocket knife 
to the box's seal to start the festivities. 



The Xbox 360 rested comfortably in the 
top half of the box; a cardboard partition 
separated the console from the accessories 
and cables, and each piece was individu- 
ally wrapped (with the exception of the 
20GB HDD, which was already attached 
to the console). 

After we carefully lifted the console 
out, we removed each individual acces- 
sory. And in the cosmically unlikely 
event you've been parasailing off the 
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The Xbox 360's Ethernet port opens up the world 
of Xbox Live and a community of gamers from 
around the world. 




We had to slip a couple of AA batteries in our 
wireless controller's battery pack before we could 
fire up our 360. 




Push the small circular button to the right of the memory 
unit slots to connect other wireless controllers. 



One Xbox 360, Two Routes 



Buying an Xbox 360 Core 
System isn't the greatest 
crime against humanity you 
could commit, but it's close. 
Although we exaggerate, you'll 
definitely get more bang for you 
buck if you opt for an Xbox 360. 
But at the same time, we un- 
derstand your reasons for 
wanting to snatch the green- 
boxed Core System off the shelf. 
At press time, it was still easier 
to buy an Xbox 360 from an on- 
line auctioneer such as eBay 
than prowl the aisles of Circuit 
City each day in hopes a new 
shipment would arrive. But with 
auctions ending well over the 
retail price, you might actually 
save money if you buy the Core 
System and extra accessories at 
the retail price. 

After purchasing the Xbox 
360 Core System, you'll need a 
Microsoft Component HD AV 
Cable ($39.99), headset 
($19.99), wireless controller 
($49.99), and the Xbox 360 
Hard Drive ($99.99). These ac- 
cessories and the Core System 
will cost $509.95, but you'll 
have two controllers. Adding a 
wired controller to the Xbox 
360 package brings that total 
to $439.98, so upgrading a 
Core System is about $70 
more expensive. See "Two 
Ways To Play" on page 8 for 
more information. 



Once you've gathered your A- 
Team of Xbox 360 accessories, 
assembling the individual pieces 
is easy. To attach the Xbox 360 
Hard Drive, remove the plastic 
grille covering the Core System's 
hard drive bay and line the hard 
drive up with the back of the bay 
(the wider end). Make sure the 
hard drive rests below the bay's 
lip. Line up the connector on the 
hard drive with the port in the 
hard drive bay and press down 
on the front end. You'll hear a 
click if the hard drive is secured. 

If your TV is equipped for 
HDTV or you have a 5.1 sur- 
round sound system, spending 
$40 on the Component HD AV 
Cable is a worthwhile invest- 
ment. Connect the cable to the 
proper A/V inputs on your TV 
and/or receiver, and slide the 
switch on the cable from TV to 
HDTV. For more information 
about living in a high-definition 
wonderland, see "Resolution 
Evolution" on page 21. 

To add the wireless con- 
troller, press its Xbox Guide 
button to turn it on. Press the 
connect button on your con- 
sole (located to the right of the 
memory unit ports) first and 
on the controller second. The 
ring of light surrounding the 
Xbox Guide button will flash, 
indicating you've connected 
the controller. ▲ 
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coast of an uninhabited island in the 
Pacific or simply living under a rock for 
the last six months, there are crucial dif- 
ferences between the Xbox 360 and Xbox 
360 Core System. At first glance, you 
might think paying $399.99 is reminis- 
cent of shelling out a ridiculous amount 
of money for a 3DO or Neo Geo, but 
you'll save money by ponying up the 
extra Franklin instead of buying a Core 
System ($299.99) and adding accessories 



piecemeal. The "One Xbox 360, Two 
Routes" sidebar details what you'll need 
to do and how much it will cost you to 
buy a Core System and upgrade it to a 
full-fledged Xbox 360. 

We removed each piece from its bag 
and started connecting hardware. We at- 
tached our Microsoft HD AV Cable to the 
back of the console. Then, we connected 
the composite video and RCA audio plugs 
to their respective jacks on our TV. 



Microsoft definitely deserves praise for 
doing justice to power bricks everywhere 
by making the Xbox 360's literally the 
size of a brick. Although some Xbox 360 
owners have complained about heat 
problems, we didn't experience over- 
heating issues related to the power brick. 
We connected the brick's cord to the 
Xbox 360's power jack. You'll hear a 
faint click when the cable locks into 
place. We connected the other end of the 



Bill Gates knows how to take 
care of you. If you avoid the 
Core System by forking over 
an extra $100, see just how 
much your extra Franklin nets 
you. After you factor in the 
cost of the Xbox 360 Hard 
Drive ($99.99), the wireless 
controller, headset, and HD 
AV Cable are basically free. 
But did Microsoft 
really need a power 
brick that's almost 
as heavy as the 
Xbox 360 itself? 
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TTieVGAWay 

Your TV is a 19-inch 
fossil that gives the 
Cretaceous Period a bad 
name, but your PC's 
monitor is a gorgeous 
23-inch ViewSonic VP 
2330wb widescreen LCD 
(lucky you). With the 
Microsoft VGA HDAV 
Cable ($39.99), you can 
connect your Xbox to an 
computer monitor or TV 
with a VGA monitor (to 






Connecting the VGA 
HDAV Cable to a monitor 
isn't inherently more diffi- 
cult than any other A/V 
cable that's currently 
available for the Xbox 
360. Connect one end to 
your Xbox 360 console 
and the other end to a TV 
or monitor's RGB input. 

You'll have to con- 
figure your Xbox 360's 
video output to match 




learn how to use this A/V 
cable for high- definition 
image quality on an HD- 
capable display, seethe 
article "Resolution 
Evolution" on page 21). 
It's capable of output in 
the following resolutions: 
640 x 480, 848 x 480, 
1,024x768,1,280x720, 
1,280x768, 1,280 x 
1,024, and 1,360x768. 



the resolution of the dis- 
play you're using. For ex- 
ample, we used a 19-inch 
LCD with a 1,280x1,024 
resolution, so we started 
at the Dashboard's 
System tab and selected 
Console Settings, 
Display, and Screen 
Resolution. We selected 
1,280x1,024 to adjust 
the output resolution. ▲ 
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brick to the loose power cord and 
plugged it into a wall socket. 

Finally, we placed the two included 
AA batteries into the wireless con- 
troller's battery pack and reattached it 
to the Xbox 360. If you want to use the 
Xbox headset, connect its cable to the 
2.5mm input jack at the back of the 
controller. We pressed the Xbox Guide 
button (the button at the controller's 
center that bears the Xbox logo) to 



power on both the wireless controller 
and the console itself. 



Cruising Through Configuration 

Our Xbox 360 roared to life and pre- 
sented us with the initial screens to con- 
figure the system. The UI is easy to use 
and won't throw you any curveballs. 
When you complete a screen, press "A" 
to advance. 



We selected English as our language and 
chose to create an offline profile. At the 
profile creation step, you'll also have the 
opportunity to join Xbox Live or import 
your existing Xbox Live account to the 
console (for more information about Xbox 
Live, see "The World Is Your Playground" 
on page 39). We entered the name of our 
Gamer profile and selected a picture for 
our Gamertag. The Xbox 360 has 64 pre- 
loaded pictures to choose from, and you 



Powering On & Controller 





After you've connected all of the cables, pressing the 
Xbox Guide button on your controller will power on the 
console for the very first time. Wired controllers plug 
into one of the two USB ports on the console's front. 



Not only does the console's power button 
look cool, the surrounding Ring of Light 
indicates how many controllers you've 
connected to the console. 



We really liked the sleek, ergonomic feel of the Xbox 360's renovated controller. 

It's a definite improvement of the big-as-a-boulder Xbox 1 80 controller. Like the 

console's Ring of Light, the controller's Ring of Light that surrounds the Xbox 

Guide button indicates the position of the controller. 
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can acquire additional pictures for your 
Gamertag through the Xbox Marketplace. 

After we created our profile, we received 
an initial setup complete message, meaning 
we could wail away on the Xbox 360 game 
of our choice. At this step, you'll also have 
the opportunity to adjust family settings 
that determine how the younglings access 
games, DVD movies, and Xbox Live. The 
High Definition Settings lets you change 
your resolution (for high-definition 



gaming), audio properties (for 5.1 surround 
sound), remote control settings, and more. 

Before playing a game, you can also 
launch the Xbox Dashboard. The Dashboard 
loads by default after the initial setup if you 
don't have media loaded in the console. 

Welcome To The Future 

Although we've taken you along a 
quick and dirty voyage through the 



initial setup, you've only received a 
small drink from a console that's ca- 
pable of providing a fire hydrant's 
worth of entertainment. There are al- 
ready a terrific number of accessories 
available, and if future game releases 
build on the quality we've seen in the 
launch titles, we can't imagine you'll be 
investing in another 3DO. CPU 

by Vince Cogley 
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The inviting interface that greets you during the initial setup 
lets you create an Xbox Live account, import your old 
account, or skip straight to gaming. 
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After the initial setup, you can adjust the Xbox 360's many 
settings or simply start playing. 



Six Channels Of Aural Bliss 



Ever since you hooked 
up your 5.1 surround 
sound system, you've 
wondered how your ears 
could have been en- 
shrouded in the clumsy, 
undefined veil of two- 
channel audio for so long. 
Now, the soft crunching 
of leaves underfoot is 
suddenly audible in a 
DVD, and listening to an 
NFL game in HD is the 
closest thing to actually 
being there. But your 
video games sadly remain 
locked in the dull world of 
measly stereo audio. 




Thankfully for discrimi- 
nating audiophile gamers, 
Xbox 360 games have the 
lush, 6-channel audio 
you've been craving. With 
the appropriate A/V cable 
and audio equipment, 
traipsing through Gun's 
wild West world becomes 
as realistic for your ears 
as it does for your eyes. 

The standard A/V ca- 
bles included in an Xbox 



360 Core System don't 
sport the digital optical 
audio output necessary 
for Dolby Digital 5.1 
Surround Sound, but 
Microsoft's Component 
HDAV Cable, VGA HD 
AV Cable, and S-Video 
AV Cable all have digital 
optical audio outputs. 

The optical audio cable 
is one of the few acces- 
sories Microsoft doesn't 
produce itself, but there 
are plenty of third-party 
manufacturers eager to 
peddle their wares to you. 
Once you have an optical 
audio cable, con- 
nect it to the 
output on your 
Xbox 360 A/V 
cable and the op- 
tical audio jack on 
a home theater 
receiver. 
A few adjustments to 
your Xbox 360's configu- 
ration is the final step you 
need to have five 
speakers and a sub rat- 
tling your walls. Begin- 
ning at the Dashboard's 
System tab, go to 
Console Settings and 
Audio. Select Analog or 
Digital according to what 
your surround sound 
system can support. ▲ 
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Resolution 
Evolution 

The Xbox 360 Unleashes High-Definition Gaming 



Buying that 56-inch 
DLP TV seemed like a 
good idea at the time. 
"CSI" looked wicked-cool on 
the showroom floor, con- 
vincing you it was time to make 
the leap to HDTV. The mo- 
mentous day arrived when the 
delivery truck dropped off your 
TV, and you eagerly set every- 
thing up to bask in the glory of 
high definition. 

Then reality sets in. High- 
definition programming is 
only available on major net- 
works' most popular shows. 
Local cable provider limita- 
tions thwart your favorite 
show, though available in HD in other 
areas, from gracing your screen. The few 
cable networks with HD programming 
are usually bundled in premium pack- 
ages, requiring you to fork over even 
more money. 

Thankfully, the Xbox 360 opens the 
door to a whole new world of usability 
for your HDTV. Because all Xbox 360 
games must be compatible with HDTV, 
your gaming experience can be all HD, 
all the time. Seeing a game in 720p or 
1080i for the first time can be just as ex- 
hilarating as seeing TV programs in HD 
for the first time. With the Xbox 360, 
avid gamers will never regret purchasing 
their HDTV again. 

What It Is, What It Isn't 

Although the Xbox 360 represents a 
huge step for gamers, it might not be the 
leap the pickiest HD enthusiasts are 
looking for. Currently, you can use two 




cables to achieve resolutions necessary to 
be considered HD — the Component HD 
AV Cable that's included with the 
$399.99 Xbox 360 and the VGA HD AV 
Cable, which is available as an accessory. 

This certainly isn't an inherent weak- 
ness, but the future of HD lies in HDMI 
(High-Definition Multimedia Interface) 
and DVI (Digital Visual Interface). Scott 
Henson, Director of Microsoft's ATG 
(Advanced Technology Group), does 
provide a glimmer of hope: "There are no 
announcements to make at this time, but 
you should know we are looking at this 
very closely." 

And to the skeptics who want to hear a 
definitive announcement before believing, 
Henson confirms an HD DVD drive will 
be available in the future as an accessory. 
However, Henson adds that Microsoft 
isn't currently planning to produce con- 
soles with built-in HD DVD drives. 

But if enjoying games in HD is your 
only goal, the Xbox 360 is ready to do 



everything you need it to. Connect the 
right cable, tweak your display settings in 
the Dashboard, and start gaming. 

Connect The Cable 

As long as you didn't buy a Core 
System, you'll already have everything 
you need for HD. If you did buy a Core 
System, you'll need to buy one of the 
above cables first. In most instances, 
you'll use the Component 
HD AV Cable, but the VGA 
HD Cable is an excellent 
choice for LCD monitors. 

Before you start weaving the 
Component HD AV Cable 
through your entertainment 
center, first check that the se- 
lector switch near the end of 
the cable that connects to the 
console is set to HDTV. Con- 
nect the cable to the Xbox 360 
and the three component 
plugs to your TV. (If you have 
a 5.1 surround-sound system 
with an optical audio input, 
you can also run an optional 
optical audio from the output 
on the HD AV Cable to your 
receiver — see the "Six Channels Of Aural 
Bliss" sidebar in the "Set Up Your Xbox" 
article on page 15.) 

Fire up your Xbox 360 and enter the 
Dashboard to set your console for HD. 
Go to the System Tab and select Console 
Settings, Display, and HDTV Settings. 
On this screen, you can choose from the 
following settings: 480p, 720p, and 
1080i. Apologists for either 720p or 
1080i will argue up and down the river 
that one format is superior to the other, 
but selecting one over the other is largely 
a matter of personal preference. After you 
select one of the formats, the Xbox 360 
will change its display to the format you 
selected. If the on-screen image appears 
garbled, your TV can't handle the resolu- 
tion you selected. Fortunately, your set- 
tings will revert back after a 10-second 
period of inactivity. 

If the image displays without any 
problems, choose Yes, Keep These 
Settings to complete the configuration. 
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Don't overlook the VGA HD AV 
Cable. Not everyone can afford an 
HDTV, but PC monitors with high reso- 
lutions are readily available and far 
cheaper. For example, a run-of-the-mill 
17- or 19-inch LCD with a native resolu- 
tion of 1,280 x 1,024 has more than twice 
the resolution of a standard TV, whose 
resolution is 640 x 480. A TV will eclipse 
most comparably-priced LCDs in terms of 
raw screen size, but connecting the VGA 
HD AV Cable to a display such as Dell's 
W2306C, a 23-inch HD-ready LCD TV, 
kills three birds with one stone: You have 
a flat-panel, wall-mountable HD display 
that's ready for TV, an impressive PC dis- 
play with an exceptional amount of work- 
space, and an easy way to achieve far more 
resolution than an SDTV 

Graphically Better, 
Graphically Speaking 

We took the time-honored adage 
"seeing is believing," a Canon Digital 
Rebel DS6041 digital SLR camera, and 
an envy-inducing, 43-inch Pioneer 
PDP-4360HD plasma TV to capture 
screen images of the Xbox 360 at its dif- 
ferent display outputs. In addition to 
taking a gander at Project Gotham 
Racing 3 at every available resolution 
the Xbox 360 is currently capable of 



The VGA HD AV Cable is a superb 

choice for anyone with a PC monitor 

or a TV with an RGB port. 



producing, we examined 
the clarity of the Xbox 
Dashboard after adjusting 
our settings. 

Speeding through the 
sprawling concrete jungles of PGR 3's lo- 
cales looked terrific in high-definition. 
Although there was a slight improvement 
from 480i to 480p and 720p to 1080i, we 
noticed a distinct jump in quality when 
we leapt from 480p to 720p. Colors 
popped, and small details were clearer and 
more defined. 

When we zoomed in on the pictures 
we took, the difference was even more 
striking, especially in the Xbox Dash- 
board. After glancing at the text of a 
1080i image, the soft edges of 480i text 
tricked us into believing we were 
looking at a high-definition image 
through Coke bottle glasses. In general, 
brighter, more vivid colors and signifi- 
cantly fewer jaggies were the two 
biggest improvements that 720p and 
1080i gave our images, compared to 
SD's muted palette. The quality of our 




A Tale of Two Resolutions: 

A close-up in 480i and 1080i reveals the benefits of a little extra resolution. 



10801 



480i 




high-def Xbox 360 games was heads 
and shoulders above any DVD we've 
ever watched. 

According to Henson, the Xbox 360 
gives old Xbox games a facelift. He says, 
"One of the great things about Xbox 
360 is that we have a built-in scaler that 
allows us to scale all kinds of sources 
[such as] digital pictures or original 
Xbox games to 720p and 1080i." 
Henson also points out that the Xbox 
360 does not upconvert 540p to pro- 
duce games in 1080L 

"If [a player] chooses 720p, that's 
what [he] gets. The same goes for 1080i," 
he says. 

A Fond Farewell To SD 

The era of 480p and 480i certainly left 
an indelible mark on gaming. Titles such 
as Halo 2, Metal Gear Solid 3, and 
Resident Evil 4 showed us that half- 
decade-old consoles showed signs of life 
as the Xbox 360 hit the scene. At the 
same time, these epic adven- 
tures have shown older hard- 
ware has probably reached the 
limits of its abilities. 

And with the ranks of sub- 
$1,000 HDTVs swelling every 
day, enjoying the maximum 
resolution the Xbox 360 has 
to offer isn't fantasy. Third- 
party manufacturers have 
introduced Xbox 360 compo- 
nent cables for far less than 
Microsoft's, so get ready to 
snack on some eye candy for 
years to come. CPU 



by Vince Cogley 
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More Than A 

Gaming 

Console 

Use The Xbox 360 To Extend 
Your Media To The Living Room 



Sure, the Xbox 360 has some of 
the more graphically-intense 
console games on the market, 
but it's also part of Microsoft's plan to 
put the power of the Windows XP MCE 
(Media Center Edition) OS in your living 
room. If you don't already have an MCE 
PC connected to your TV and speakers, 
you can use the Xbox 360's built-in 
Media Center Extender software to fling 
such entertainment necessities as movies, 
music, photos, and TV shows from your 
home office MCE PC to the living room 
over a wired or wireless network. 

Media Center Edition 

WinXP MCE has all of the features 
you'll find in a standard WinXP instal- 
lation plus a special set of menus that 
lets you easily navigate your entertain- 
ment files via a remote control. It also 
supports radio and TV recording, 
which means that if your MCE PC has 
a TV tuner, you can record (or watch 
live) any TV shows coming across your 
home coaxial connection. The com- 
puter records shows to its hard drive, 
so most MCE PCs have particularly 
spacious hard drives. The MCE menus 
are large and display clearly on moni- 
tors and TVs, and custom remotes 
have a green Start button that opens 
Media Center. 

Some MCE PCs have wide, flat cases 
that resemble stereos. This squat case 
style lets the MCE PC blend in with 




other devices on an 
entertainment center. On 
the other hand, some MCE PCs 
have standard desktop tower cases that 
fit well in the home office. If you al- 
ready have a computer that does not 
run MCE, you can buy the OS from a 
computer parts retailer and then install 
it on your system, just as you would 
with WinXP. 

Media Center Extender 

Media Center Extender devices let 
you push the media from your MCE PC 
to entertainment devices (such as your 
TV and speakers) in a different room. 
The Media Center Extender generally 
doesn't store the movies, photos, TV, or 
music. The files remain on your MCE 
PC and simply stream to the Media 
Center Extender device on demand. 
The device won't cripple your MCE PC 
when it's active: You can display the 
same TV channel on both your MCE 
PC and Media Center Extender at once. 

As a result, you don't need to buy (or 
build) an MCE PC for each TV in your 
house: You can simply store all of your 
data on a single MCE PC and then send 
it to multiple Media Center Extenders 
over your network. The Xbox 360 isn't 
the only Media Center Extender device 
around. For example, Linksys offers the 



WMCE54AG set-top 
Media Center Extender, 
which supports both wired and 
wireless networks. 

Gather Your Media Center 
Extender Equipment 

The Media Center Extender setup re- 
quires plenty of equipment, including a 
wired or wireless LAN, but the good news 
is that if you need a Media Center 
Extender, you probably have many of the 
items already. And thanks to Microsoft's 
Media Center Edition software, setup is a 
breeze. Here's what you'll need to take 
advantage of your Xbox 360's Media 
Center Extender feature. 

MCE PC. You must have a computer 
that runs WinXP MCE. This is your en- 
tertainment hub: It records your TV and 
radio shows and stores your movies, 
music, and photos. You can connect a TV 
to this system, but you don't need to: You 
can attach a monitor to it instead and use 
it as your home-office PC. If you want to 
record TV, your MCE PC needs at least 
one TV tuner. (Add a second tuner to 
record a show on one channel while you 
watch a show on a different channel.) 

LAN. You'll need a network to ferry 
data from your MCE PC to your Xbox 
360. If you want to take advantage of 
Media Center Edition's Program Guide 
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and Microsoft's Xbox Live service, your 
network will need a broadband Internet 
connection. Because the Xbox 360 has 
an Ethernet port, you can use Ethernet 
cables to connect your MCE PC to the 
Xbox 360, but if the two systems are in 
separate rooms, you'll probably want to 
take your network wireless. 

Xbox 360. If you plan to connect 
the Xbox 360 to your home network 
wirelessly, you'll need to pick up 
Microsoft Xbox 360 Wireless Networking 
Adapter ($99.99; www.xbox.com ), which 
supports 802.1 la/b/g networks. You can 
plug a wireless AP (access point) into 
your router to take your network wireless. 
Microsoft recommends using an AP that 
offers dual-band 802.1 la/g support, as the 
two bands will increase the transfer speeds 
between the Xbox 360 and the network. 

Set Up Your Media Center 
Extender Equipment 

You'll need to complete several small 
tasks to set up your Xbox 360 Media 
Center Extender, but if you follow our 
instructions, you can wrap them up 
without any headaches. You'll need to 
configure both your MCE PC and your 
Xbox 360. Start by connecting your 
MCE PC to the network (and running 
Media Center's Setup wizard if this is 
your first time using the PC). 

Connect the Xbox 360. Plug the 
Xbox 360 Wireless Networking Adapter 
in the Xbox 360's USB port. You can 
attach the adapter's body (which in- 
cludes the antenna) to the back of the 
Xbox 360 via the adapter's clips. If you 
have an encrypted wireless network, 
you may need to enter your network's 
password to complete the connection. 
From the Dashboard, navigate to the 
System blade and then select the 
Network Settings category. Select Edit 
Settings and then select Wireless Mode. 
Select your network and then enter 
your AP's password. 

The Network area at the bottom of 
the Network Settings page will display 
the name of your network and a green 
icon next to Link if the adapter is con- 
nected to your network. If it is not 
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Media Center puts all of your favorite entertainment tools in one location. You can navigate 
it with your mouse, a remote, or even an Xbox 360 controller. 



connected, troubleshoot by selecting 
Test Xbox Live Connection. 

Navigate to the Media blade and 
then click Media Center. Follow this 
wizard until you reach a screen that 
gives you a code number. Write that 
down and then continue to the Install 
PC Software screen. 

MCE PC setup. Next, you'll need to 
move to your MCE PC. Don't enter 
Media Center. Instead, enter the Con- 
trol Panel (click Start, Control Panel) 
and then open the Windows Media 



Connect icon. If your system doesn't 
have the Windows Media Connect fea- 
ture, you won't see this icon. 

To install Windows Media Connect on 
your MCE PC, visit www.xbox.com/pc 
setup . When the Xbox 360 Media Setup 
page appears, click the Setup button and 
then click the Next button. A File- 
Download- Security Warning will appear. 
Click Save and then choose a location on 
your computer to which you'd like to save 
it. (Your Desktop is fine.) When the down- 
load completes, double-click the new file. 



Fix Your Firewall 

If you have a third-party firewall, you may find that it blocks your MCE PC and 
Xbox 360 Media Center Extender from transferring data. Microsoft recommends 
manually configuring your firewall to allow certain programs. (Learn more about 
this at support.microsoft.com/kb/911728 .) Here are some of the programs (and 
their respective ports) you'll want to clear, according to Microsoft. 



Program 


Port 


Direction 


Ehshell.exe 


TCP5555 


Incoming 


Ehshell.exe 


UDP7777 


Incoming 


Mcrdsvc.exe 


UDP3776 


Incoming 


Svchost.exe 


UDP1900 


Incoming 


Svchost.exe 


TCP 3390 


Incoming 


Mcxnettw.exe 


Random 


Outgoing 


Mcrmgr.exe 


TCP3932 


Outgoing 


Ehexthost. 
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Hawking's HWU54DM ($69; www.hawkingtech.com ) is a hi-gain USB802.1 1 g adapter that lets you 
add wireless connectivity to your MCE PC (or any other desktop) without cracking open the case. 
The $99 HWBA54G 802.1 1g AP can plug into your router to take your network wireless. Although 

Microsoft recommends dual-band 
(802.1 1a+g) networking equipment, we 
found that these devices transferred video 
over a short distance without trouble. 





When the Open File - 
Security Warning appears, 
click Run. The Xbox 360 
Setup will now start (on 
your MCE PC). Click Next. 
If you accept the License 
Agreement, Setup will install 
the downloaded software. 
During the installation, it 
will ask for the code number 
that your Xbox 360 dis- 
played. Once you enter the code and click 
Next, Setup will be complete. Restart 
your MCE PC and then move to your 
Xbox 360. 

From the Dashboard, select the Media 
blade and then click Media Center. This 
time, the Xbox 360 will display your 
MCE PC's Media Center. You can use 
your controller, Microsoft's Xbox 360 
Universal Media Remote ($29.99; 
www.xbox.com ), or even your MCE PC's 
remote to control the Media Center. 

Performance Tuner. Media Center 
includes a feature that will help you 
identify network problems and achieve 
the best data transfer speeds for your 
MCE PC and Xbox 360. 

Make sure the Xbox 360 is running 
Media Center and then move to your 
MCE PC and close Media Center. Next, 
click the Start button and then click All 
Programs, Accessories, Media Center, 
and Media Center Extender Network 
Performance Tuner. When the Network 
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The Xbox 360 has connection tests that let 
you quickly determine whether your 
system is functioning properly. 



Performance Tuner starts, select the ex- 
tender you want to test. (If your Xbox 
360 is the only extender in the house, it is 
the only one that will appear.) Click 
Next. Click Next again when the 
Network Performance Test page appears. 

Once the feature completes its tests, 
it will offer information about whether 
your network is performing adequately 
for streaming video and TV. If you want 
the feature to automatically watch your 
network performance for trouble, check 
Monitor Network Performance before 
you click Finish. 

MCE Remote setup. The Universal 
Remote and Xbox 360 controller work 
right away, but you may need to con- 
figure the Xbox 360 to recognize your 
MCE PC's remote. From the Dashboard, 
navigate (via your Xbox controller) to 



the System blade and then select Console 
Settings. Select Remote Control near the 
bottom of the list, and then select All 
Channels. Your Xbox 360 will now rec- 
ognize your MCE PC remote. 

New content. Your Xbox 360 identi- 
fies folders on your MCE PC that contain 
media during Media Center Extender 
setup. However, if you add 
additional folders (containing 
media files) to your MCE PC 
later, you'll need to direct 
Media Center Extender to 
search the new folders. 

In Xbox 360 Media Center, 
select the My Pictures folder. 
(You can also perform this 
task on your My Music and 
My Videos folders.) If you are 
using a remote, press the Info 
button. If you are using the 
controller, press X. A small window will 
appear in the lower- right corner of the 
screen. Select Add Pictures. 

When the Picture Discovery window 
appears, select Add Folders and then se- 
lect Next. Check Add Share Folders 
From Another Computer, select Next, 
and then navigate to your new folder. 




Reap The Rewards 

It's time to grab the remote, kick 
back on the couch, and bask in the en- 
tertainment glory. Thanks to the Xbox 
360 Extender, you can flip through your 
digital photos (which are on your MCE 
PC) from the living room, while a 
family member sits in your home office 
watching a TV show. If you have mul- 
tiple Xbox 360s and multiple TVs, you 
can connect them and use them to ac- 
cess the MCE PC at any time. CPU 

by Joshua Gulick 
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Plav Online 



Without Cables 



at a much slower 11Mbps. 802. llg speeds 
can fall to 11Mbps when an 802.11b de- 
vice connects to the network. 

You can also connect two Xbox 360 
units to one another. To network two 
Xbox 360s, you'll need a Wireless 
Network Adapter for each system. 



Connect Your Xbox 360 To A Wireless Network set u P Your Network 




When Microsoft's original Xbox 
emerged, it featured an inte- 
grated Ethernet port that let 
you play against other players through a 
special Ethernet cable or via Microsoft's 
Xbox Live. The Xbox 360 includes an in- 
tegrated Ethernet port as well. Unlike the 
original Xbox, the Xbox 360 lets you do 
more than just play games online. With 
the Xbox 360 you can stream digital im- 
ages, music, and video from other PCs. If 
you're dying to get your Xbox 360 con- 
nected to your home PC, but reluctant to 
string an Ethernet cable across the living 
room floor, Microsoft's Wireless Net- 
work Adapter is the way to go. 

Alphabet Soup 

The Wireless Network Adapter sup- 
ports virtually all wireless network stan- 
dards available today. That means if you 
already have a wireless network in place, 



the Wireless Network Adapter should be 
compatible with it. If you're new to wire- 
less networking, however, you should un- 
derstand the basic differences between 
wireless standards. 

Microsoft recommends using 802.11a. 
This standard has a top-speed of 54Mbps 
under ideal conditions. What makes 
802.11a advantageous is not its speed but 
the 5 GHz frequency it uses to send and 
receive data. Few wireless devices use this 
5GHz band, making 802.11a less suscep- 
tible to interference. 

802.11b and 802.1 lg are more widely 
used than 802.11a. Both operate in the 
more crowded 2.4GHz band, making them 
more susceptible to interference from cord- 
less phones, Bluetooth-enabled cell phones, 
microwave ovens, and even Microsoft's 
own wireless controllers. 802.1 lg is theo- 
retically as fast as 802.11a although inter- 
ference from other devices may reduce the 
network's performance. 802.11b operates 



If you don't already have a wireless net- 
work in place, you'll need to configure 
your wireless router. Each router is dif- 
ferent so you'll need to consult your 
router's documentation for more informa- 
tion. In general, however, you'll connect 
your broadband modem to the wireless 
router's WAN (not to be confused with 
WLAN). Usually, you'll need to connect 
at least one computer to one of the wire- 
less router's LAN ports. You'll use this 
system to configure the router. Consult 
you router's documentation for more in- 
formation about configuring your router. 

Roundup Information 

You can get all the information you need 
from your wireless router. Normally, you 
configure your router through a Web 
browser. If you don't know how to con- 
figure your router, consult your router's 
documentation. You'll need to find the 
wireless network name (often referred to as 
a Service Set Identifier or SSID), the wire- 
less channel your router uses, and your se- 
curity settings. Specifically, you'll need to 
know the security standard your router uses 
and any keys or passphrases. The Wireless 
Network Adapter supports WPA-2 (Wi-Fi 
Protected Access), WPA, and WEP (Wired 
Equivalence Privacy). WPA-2 is the best se- 
curity standard, and WPA is better then 
WEP. WEP is better than nothing and 
might be your only choice if using older 
equipment. The Wireless Network Adapter 
supports 64-bit and 128-bit WEP keys. 

Connect The 

Wireless Network Adapter 

The Wireless Network Adapter in- 
cludes two tabs that fit perfectly into the 
two slots on the back of the Xbox 360. 
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Once connected, plug the Wireless 
Network Adapter's cable into the USB 
port on the back of the Xbox 360 and 
swivel the antenna so it points straight up. 

Configure The Network 

After connecting the Wireless Net- 
work Adapter, power on the Xbox 360 
and use the D-pad to select the System 
tab. Select Network Settings followed by 
Edit Settings. If you haven't configured 
any security options on your wireless 
router, your Xbox 360 may automatically 
connect to your network. Press B to re- 
turn to the previous menu. 

To configure your wireless settings, 
select Wireless Mode. In most cases, 
your router will broadcast its SSID and 
you'll see your network listed. Select 



share media with your Xbox, select Test 
Media Connection. If you fail a test, select 
More Info to find out what you need to 
do to solve the problem. 

If you're connecting to another Xbox 
360, connect a Wireless Network Adapter 
to both Xbox 360s. Select the System tab 
in the Xbox 360 Dashboard and select 
Edit Network. Enter the same wireless 
network settings for both units. 

Troubleshooting 

In most cases, it's relatively easy to 
connect to a wireless network, but when 
you do have problems, it's not always easy 
to track them down. If you're having 
trouble connecting to your wireless net- 
work, start by making sure there's not a 
physical problem. Check the LED on the 



settings on your wireless router. If you still 
have problems, try temporarily disabling 
your wireless network's security settings and 
seeing if you can connect. If you can con- 
nect without security enabled, try using a 
different security option and see if it helps. 

Although radio signals can pass through 
walls, structures do weaken the signal. 
Microsoft recommends not having more 
than two floors and/or two walls between 
your wireless router and your Xbox 360. 
Wireless networks typically have a range of 
about 300-feet. If you have too many 
structures or too much distance between 
your wireless router and your Xbox 360, 
try moving one of them. 

If you're having performance issues, 
make sure you don't have any devices that 
are interfering with your wireless connec- 
tion. Keep cordless phones, microwave 




Align the tabs on the Wireless 
Network Adapter with the slots on 
the back of the Xbox 360 and 
push until the adapter locks into 
place. To remove the adapter, 
press the button on the left side 
of the adapter. 



Connect a Wireless Network 

Adapter to the system's USB 

port (located directly above 

the Ethernet port). 




your network from the list. If your net- 
work doesn't appear, select Specify An 
Unlisted Network and provide the 
proper SSID. Next, select the security 
method you use. Options include 
WPA2, WPA Passphrase, 128-bit WEP, 
64-bit WEP, and No Security. Enter the 
key or passphrase from your wireless 
router. When finished, the Xbox 360 
should connect to your wireless network. 
Select Test Network Connection in the 
System tab of your Xbox 360. 

Once you've finished configuring your 
network, press B to return to the Network 
Settings screen and select Test Xbox Live 
Connection. If you've configured a PC to 



Wireless Network Adapter. If the LED 
isn't on, the Wireless Network Adapter 
isn't getting any power. Make sure you've 
plugged the Wireless Network Adapter 
into the USB port. 

A flashing red LED indicates a hard- 
ware problem. Try unplugging the 
Wireless Network Adapter and plugging 
it back into the USB port. If this doesn't 
clear up the problem, your Wireless 
Network Adapter may have a problem. 

A red LED indicates that the Wireless 
Network Adapter is functioning properly, 
but not connected to a wireless network. 
Start by checking the Xbox 360's wireless 
settings and ensuring that they match the 



ovens, and other devices as far away from 
your router and Xbox 360 as possible. 
Ideally, turn off any competing devices. If 
you're trying to stream audio or video 
from a desktop PC using 802. 11 g, make 
sure no 802.11b devices are connected 
and slowing down the network. 

Once you have everything configured 
properly, you'll enjoy the freedom of 
wireless networking. Not only do you 
not need to run an Ethernet cable across 
the floor, but you can easily move your 
Xbox 360 from one room to another 
while staying online. CPU 

by Chad Denton 
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Xbox Tunes 

Turn Your Xbox 360 Into A Music Hub 




The Xbox 360 is much more than 
a great gaming machine. It's an 
extremely versatile console — one 
that can control almost every electronic 
device in your living room and can even 
pull data from computers from around 
your house. This little box can play 
videos, music, and photo slideshows 
from its own hard drive, play DVDs 
and music CDs, and even stream TV 
from your Windows XP MCE PC. 
We'll show you how to connect some 
popular audio devices so you can turn 
your Xbox into a jukebox. 

Music Basics 

If your Xbox 360 supports your audio 
player, (such as iriver's H10 players), 
connecting your MP3 player is as simple 
as plugging the device's USB cable into 



the Xbox 360's USB port. If your player 
doesn't support the Xbox 360 right off 
the bat, check www.xbox.com/ervUS 
/support/system use/xbox360/digital 
media/supporteddevices.htm to see 
whether a firmware update is avail- 
able for your player. 
Make sure that your 
player has unprotected 
songs before you plug 
it into the Xbox 360; 
songs that have em- 
bedded content protec- 
tion may not transfer 
to the Xbox 360. 

The Media blade, 
which resides on the 
Xbox 360's Dash- 
board, opens the door 
to the console's music 
features. When you 




select Music from the Media blade, 
you'll find that some of the Music's cate- 
gory titles (such as Hard Drive, Com- 
puters, Current Disc, and Portable 
Device) have a grey font instead of the 
standard black. The grey indicates that 
the required device is not connected to 
the Xbox 360 (or that the required CD 
is not in the Xbox 360's tray). The titles 
will return to black once you connect or 
insert the appropriate items. 

When you plug the portable music 
player into the Xbox 360 and power on 
the player, the Portable Device category 
will change to display the name of your 
player. Select it and then navigate to the 
song you'd like to play. Select Play Song. 
The Music Player will start and the 
Visualizer will display swirling images that 
pulse to the beat of the music. You can also 
play all of the songs in a folder (from your 
portable music player) by navigating to the 
folder and then pressing the Y button. 

Xbox 360 Music Tricks 

The Xbox 360 has some neat features that 
can enhance your gaming and listening expe- 
rience. For one thing, you can replace a 
game's soundtrack with music from your 
portable music player. Once you connect the 
player to the Xbox 360 and start the game, 
simply press the Guide button, choose Select 
Music, choose the device that has your 
music, and then find the songs you want to 
hear. The game's soundtrack will stop 
playing, the Select Music button will change 
to reflect the current song's name, and the 
device's music will play. However, the game's 
sound effects (such as the 
sound of punching or 
kicking) will continue to 
play. If the music is too 

r 



The Xbox 360's A/V 
port lets you connect 
any Xbox 360 cable 
set. Note the black 
optical audio cable, 
which plugs into the 
back of the A/V cable's 
Xbox connector. 
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game's sounds), select 
the Guide button again 
and then select the Vol- 
ume icon, which ap- 
pears just above the 
name of the currently se- 
lected song. 

You can rip songs 
from a CD to the Xbox 
360's hard drive (in 
WMA format) by pop- 
ping the CD into the 
console's tray and then 
selecting Rip CD in 
Music Player. You can 
also create playlists from 
songs on the Xbox 
360's hard drive on 
the fly via your Xbox 
360. Start by selecting 
Edit Or Save Playlist in 
the Music Player menu 
while your favorite song is playing. Next, 
select Save Playlist and name it. Repeat this 
process to add additional songs. Access the 
playlists by selecting the Saved Playlists op- 
tion in the Hard Drive menu. 

And, if you have a USB flash drive 
handy, fill it with MP3s and then plug 
it into the Xbox 360's lone USB port. 
Next, select the Media blade and then se- 
lect Music. When you select Portable de- 
vice, the Xbox 360 will display any 
folders on your USB flash drive. Simply 
navigate to the song or folder of songs. 

Stream Your Music 

You can stream music wirelessly to your 
Xbox 360 from an MCE PC (see "More 
Than A Gaming Console" on page 23 for 
details), or you can stream wirelessly from 
a WinXP PC, as long as it has the latest 
updates. You'll also need Windows Media 
Connect, which is an optional update. You 
can install it on your computer via the 
Windows Update tool, or you can down- 
load it from www.xbox.com/pcsetup . 
Click the Setup button and then click the 
Next button. Click Next, and then click 
Run when the File Download — Security 
Warning window appears. 

When the download completes, click 
the Start button and then click Control 




Many new portable music 
players support the Xbox 360. 
Once you plug the device's cable 
into the Xbox 360's USB port, 
the console can access any 
unprotected music on the player. 



Panel. Double-click 
Windows Media Con- 
nect. The Windows 
Media Connect pro- 
gram will display a 
list of available de- 
vices: Chances are, 
your Xbox 360 will be 
the only device that 
appears. Select the 
Xbox 360 and then 
click Allow. Next, click 
the Sharing icon. The 
window displays any of 
your computer's shared 
folders (including your 
My Music folder, by 
default). To remove a 
folder, simply select it 
and then click the Re- 
move button. You can 
also add folders via the 
Add button, which displays a window 
that lets you navigate to the folders you 
want to share. 

From the Xbox 360's Dashboard, navi- 
gate to the Media blade and then select 
Music. Select Computer. If the Xbox 360 
fails to connect, you may not have enabled 
the Xbox 360 in your PC's Windows 
Media Connect software. Check it again 
and make sure it is enabled. 

The Xbox 360 lets you browse your 
PC's music by Albums, Artists, Saved 
Playlists (which includes playlists on your 
PC or the Xbox 360), Songs, and Genres. 
You can navigate the categories via the 
same controller buttons you use to navi- 
gate the Xbox 360's Dashboard. If you 
want to listen to all of the songs that are 



on your PC, press the X button on your 
controller. You can also play songs from 
a CD if you pop it into your computer's 
optical drive. 

Play It Loud 

Rather than build multiple audio and 
video ports into the Xbox 360, Micro- 
soft added a single A/V port and created 
a variety of A/V cables that have a special 
connector for the Xbox 360's A/V port. 
Each cable's Xbox 360 A/V connector 
also has a small port that supports an op- 
tical cable. If you'd like to run the Xbox 
360's sound through your stereo, pick 
up a TOSLINK optical cable and plug 
one end into this port. Plug the other 
end of the cable into your stereo's optical 
input port. 

Select the System blade on the Xbox 
360's Dashboard and then select Settings, 
Audio. Next, select Digital Output and 
then choose the appropriate setting (most 
likely Digital Stereo or Dolby Digital 
5.1). Don't worry if you don't have a 
home stereo: You can use your TV's 
speakers by plugging the A/V cable's stan- 
dard audio plugs into your TV. 

CDs Are Still In Style 

The Xbox 360's flashy music features 
will wow your friends but don't overlook 
another (if more humble) of the device's 
music tools — the DVD tray. Pop in your 
CD and then head to the Music Player to 
browse the disc's tunes. CPU 

by Joshua Gulick 
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Whether you 
store tunes on a 
flash drive, 
portable music 
player, or your 
desktop PC, you 
can play your 
music via the 
Xbox 360's 
Music Player. 
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The Photo 
Game 

Connect Your Digital Camera & 
Display Photos For Everyone To See 
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The Xbox 360 is a marvel of inter- 
connectedness, letting you hook 
up iPods, PlayStation Portables, 
an Xbox Live camera, and much more. 
Although the possibilities might seem 
virtually endless, there's one option in 
particular — connecting your digital 
camera — that you might wind up using 
far more than others. 

Combine your digital camera with 
your Xbox and just like that, you'll have 
a big-screen photo review station. You 
can view new shots, set up an instanta- 
neous slideshow, pick a new Xbox back- 
ground, and more. 

Photo Basics 

In most cases, it's very easy to view 
your pictures on the Xbox 360. All you 
need is your camera, your camera's USB 
cable, and your console. Insert a flash card 
into your camera that has a few photos on 
it. Power on your Xbox 360 and plug 
your camera's USB cable into one of the 
USB ports on the rear of the machine. 

Now use your game controller to switch 
to the Media tab on the Xbox Dashboard. 
Below your Gamer card, you'll see four pri- 
mary options, including Music, Pictures, 
Video, and Media Center. Select Pictures 
to see the four options you'll have for dis- 
playing your images: Computer, Current 
Disc, Portable Device, and Digital Camera. 
Of these four options, only the Computer 
selection will be active. To make the Xbox 
recognize your camera, turn on your 
camera and switch to Playback mode. 

With most cameras, the Xbox 360 will 
immediately recognize your model, 



substituting its name in place of the 
generic Digital Camera option. When 
your camera's model name appears, select 
it to see the Digital Camera page. 

Now you can begin scanning the pic- 
tures on your flash card. If you have a lot 
of images on your flash card, you'll prob- 
ably see a Please Wait message displayed 
with a rotating icon indicating that the 
Xbox is loading thumbnail images of your 
pictures. After a few moments, you'll see 
those thumbnails arranged in rows of 
three on the right side of 
your screen. 

Use your thumb con- 
troller to select a specific 
photo, and then press the 
A button to see a full- 
screen version; press B to 
return to the thumbnail 
catalog. If the photo you 
want to see isn't listed in 
the first range of thumb- 
nails, simply use the 
gamepad to scroll down 
until you see the image 
you want. If you highlight 
a photo in thumbnail 
mode, you'll see an Apply 
As Background feature at 
the bottom of the display. 
Press X and this will des- 
ignate the image as your 
Xbox 360 background. If 
you simply press A to se- 
lect the picture, you'll see 
a full-size version on your 
TV screen. 

Slideshow tools. You 
can select Play Slideshow 



and the Xbox will begin displaying each 
of your photos in the order they're 
written to your flash card. You'll see each 
photo displayed for about five seconds. 
As the slideshow begins, you'll see a com- 
mand toolbar that overlays the bottom of 
the first image. This toolbar will disap- 
pear to give you an unimpeded view of 
your photo, but you can recall it by 
nudging one of the thumb controllers. 

The toolbar features several basic 
slideshow commands: Pause, Go To 




Connect your camera's USB cable to one of the USB ports 
on the back side of the console. 




The Xbox 360 recognizes most cameras a few seconds after 
you switch to Playback mode. You'll see your camera's 
model name listed on your screen. 
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Previous Image, Stop, and Go To Next 
Image. These will let you stop and start 
your slideshow with ease. Click Toggle 
Shuffle On, and the Xbox will show your 
photos in a random order. Click Toggle 
Repeat On and it will cycle back through 
all of your photos repeatedly until you 
manually end the show. And you can use 
the Rotate commands to turn those 
photos that aren't oriented properly on 
the screen. 

Trouble Spots 

There is a chance that your camera 
won't work with the Xbox 360. Though it 
isn't comprehensive, you can see a list 
( www.xbox.com/en~US/support/system 
use/xbox360/digitalmedia/supportedde 
vices.htm) of cameras that Microsoft con- 
firmed as either supported or unsupported. 
Many models don't appear on either list, 
so the only way you'll determine if yours 
works is to plug it in and try it. 

If your camera doesn't work right away, 
try to tweak its communications setting. 



Many cameras offer several communica- 
tions modes so that they can transfer or 
display images with various devices. Scan 
your menu options for a communications 
option and change the setting to PTP 
(Picture Transfer Protocol), Computer, or 
USB Connectivity. If you don't see any 
of these (or similarly named) options in 
your menu, check your users manual 
for instructions. 

Keep in mind that many cameras also 
include a PictBridge or Printer commu- 
nications mode that lets them print pic- 
tures directly to an inkjet printer. This 
mode will not enable your camera to dis- 
play pictures through the Xbox. If your 
camera won't work no matter which 
communications mode you try, you'll 
have to use other means to view photos 
through the Xbox. Although you'll be 
disappointed if you can't connect your 
camera directly to the Xbox 360, you can 
still use your console to display pictures. 
All you have to do is burn your images to 
an optical disc, insert the disc into your 
Xbox, and play back your images. A card 



reader won't cut it — we connected ours 
in the hope that our Xbox would be able 
to recognize images through a reader, but 
this attempt failed. 

In addition to settings difficulties and 
minor hardware quibbles, you should 
also know that although the Xbox rec- 
ognizes ordinary JPEG files with no 
problems, it doesn't play well with other 
file types. You won't be able to display, 
for example, any images stored in a 
RAW file format. 

Instant Image Station 

The Xbox 360 is more than just a 
game console. As you can see, it will also 
serve very well as a display station for your 
digital photos, so whether you choose to 
use a disc or connect your camera directly 
to the USB port, this is one of the most 
convenient ways to share your pictures 
with friends and family. CPU 

by Nathan Chandler 
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After you access your camera's flash card, you'll see a 
thumbnail list of your photos and an option to play a slideshow. 



Many digital cameras offer several communications modes 
to let you transfer or display photos on other devices. If 
your camera doesn't work when you connect it to the Xbox, 
be sure to check the communications options. 




Start a slideshow and the Xbox displays a control panel to 
help you flip through your images, shuffle them randomly, 
or switch from landscape to portrait orientation. 




If your camera won't work directly with the Xbox 360, you 
can simply burn your images to an optical disc and play 
them back that way instead. 
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The Ultimate 
Setup 



Connect & Share 
With The Xbox 360 



What's worse than not having an 
Xbox 360? Getting one, plug- 
ging it into a tiny television 
with tinny sound, and missing out on all 
the great things this console has to offer. 
You can use the console to game in high 
definition, view pictures, listen to music, 
and access multimedia content located on 
computers connected to a home network, 
but only if you have the right hardware. 

This article assumes you want to con- 
nect your Xbox 360 in every way pos- 
sible — to an HDTV, to your home 
computers, to multimedia devices, and 
even to another Xbox 360. All of the tips 
here are based on an environment that 
has two computers in separate rooms, a 
wireless home network, broadband 
Internet access, two Xbox 360s, a digital 
camera, and a digital music player. If you 
don't have all of that equipment, some of 
what we discuss won't apply, but there's 
bound to be some helpful advice in here 
regardless of the hardware you own. 

The Big Picture 

Every Xbox 360 game supports high- 
definition resolutions, and they also all 
support widescreen mode so that the 
sides of an HDTV don't go to waste. By 
default the Xbox 360 outputs 480i, 
which corresponds to a resolution of 640 
pixels wide x 480 pixels high. The "i" 
stands for interlaced, where only half of 
each frame of video is drawn on the 
screen at any given time, which reduces 
overall brightness and makes the screen 
appear to flicker. 




480p is a step up be- 
cause the "p" stands for progres- 
sive-scan. This technology draws each 
frame of video on the screen as a whole, 
making the image brighter and more 
stable. Most digital HDTVs support pro- 
gressive-scan mode, which is the highest- 
resolution output you can achieve when 
watching DVDs using the Xbox 360. 

720p and 1080i are the two wide- 
screen high-definition resolutions used 
most commonly these days, and the 
Xbox 360 supports both. 1080i (1,920 x 
1,080 pixels) has more resolution than 
720p (1,280 x 720 pixels), but because 
720p is progressive-scan, its more solid 
image makes it comparable to 1080i in 
terms of overall quality. 

One of nice things about an Xbox 
360 System over a Core System is that 
the former comes with an Xbox 360 
Component HD AV Cable ($39.99; 
www.xbox.com ). This cable uses com- 
ponent video connectors that output 



high-defini- 
tion video to your 
HDTV, and high-definition 
output (or 480p for that matter) is not 
possible with the composite or S-Video 
connectors that are also available for the 
Xbox 360. 

Connect the system to your HDTV 
using component connectors and be sure 
to move the switch at the base of the 
cable to the HDTV position. Turn on 
the TV, select the input the Xbox 360 is 
connected to, and turn on the 360. Select 
the System blade in the Dashboard, select 
Console Settings, and press the A button. 
Select Display, press A, select HDTV 
Settings, press A, and select 720p or 
1080i, depending on the settings your 
HDTV supports. If your set supports 
both modes, experiment to determine 
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which one outputs the best picture. Press 
A to make the selection, press A again to 
confirm it (or wait for the test screen to 
time out and switch back if your TV 
doesn't support the mode you selected), 
and all games will use high-definition 
mode from now on. Widescreen support 
should be enabled by default once a high- 
definition mode is selected, but you can 
also use the Widescreen entry in the 
Display settings menu to switch it manu- 
ally if necessary. 

If you have a digital HDTV with a 
VGA (Video Graphics Array) input, you 
may want to consider the Xbox 360 
VGA HD AV Cable instead ($39.99; 
www.xbox.com ). This usually provides 
superior video output compared to the 
component video outputs, and it also 
lets you connect the 360 to a computer 
monitor that accepts VGA input. When 
used this way (or with a video pro- 
jector), the 360 offers a multitude of 
resolution options ranging from 640 x 
480 to 1,360 x 768, so select the one 
that is the closest match to the display 
or projector's maximum resolution 
without exceeding that resolution. 

In The Rear With The Gear 

Another standard feature every Xbox 
360 game supports is 5.1-channel 
Dolby Digital surround-sound. This 
configuration puts three speakers up 
front (one on the left, one in the 
middle, and one on the right) and two 
in the back (on the left and the right). 
The additional ".1 -channel" that's left 
over refers to the subwoofer, which can 
be located just about anywhere since 
your ears have a hard time pinpointing 
the source of bass frequencies. 

You won't benefit from surround- 
sound if you use the red and white RCA 
audio jacks integrated into the 360's 
cable. Instead you need to purchase a 
separate fiber-optic TOSLINK cable 
that plugs into the little square port on 



Be sure to select an HDTV format using the 

Xbox 360 Dashboard, or the console will 

only output 480i video. 



You can't get high-definition output from your Xbox 

360 without the HD AV Adapter, and be sure it is 

switched to the HDTV setting. 




the end of the cable that connects to the 
360. Plug the other end of the fiber- 
optic cable into an optical jack on the 
back of your audio receiver, select the 
appropriate input, and the Xbox 360 
now sends separate audio streams to 
each speaker. 

Extend The Reach 
Of Your Xbox 

The Xbox 360 can access music and 
pictures stored on your home computers 
as long as it is connected to a home net- 
work. If you don't already have a net- 
work, we recommend purchasing a 
wireless router that supports 802.1 lg or 
802.11a (or both). The Xbox 360 also 



works with 802.11b, but that technology 
is much slower and older than the other 
two standards. 

If the Xbox 360 is located close 
enough to a router, you can connect it 
using a standard CAT5 or CAT6 
Ethernet cable. This offers the best pos- 
sible performance, but a wireless con- 
nection usually is more convenient. The 
easiest way to go wireless is to use 
Microsoft's Xbox 360 Wireless Net- 
working Adapter ($99.99; www.xbox 
.com ), which is simple to configure and 
attaches directly to the back of the 360. 
You can save money by buying a stan- 
dard wireless bridge, but be sure to pur- 
chase it from the same company that 
manufactures your wireless router to 
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ensure maximum performance and 
compatibility within your network. 

The Xbox 360 should automatically 
detect the settings your network uses, but 
if security is enabled on your router (and 
it should be), you may need to manually 
enter a password. Select the System blade 
in the Dashboard, select Network Set- 
tings, and press A. Highlight the block of 
settings that contains Wireless Security, 
press A, select your wireless network, 
press A, and enter the password. Press 
Start when you're finished and test the 
settings to make sure they work. Now 
you can use Xbox Live over the wireless 
link, and if you have Microsoft Xbox 360 
Network Adapters attached to your other 
Xbox 360s, you can use them to directly 
link the systems and enjoy System Link 
play. (See "The More The Merrier" ar- 
ticle on page 50 for more details.) 

Music, Picture & Movies 

If you connect your Xbox 360 to a 
network, you can access music and pic- 
tures stored on any Windows XP com- 
puter attached to the same network. You 
just need to install Windows Media 
Connect on each computer, which is 
available at the following link: www.mi 
crosoft.com/windows/windowsmedia/de 
vices/wmconnect/default.aspx . 

Double-click the downloaded file to 
install it. The file will run automatically 
each time you boot the computer. To 



configure Media Connect, make sure all 
of your Xbox 360s are turned on and 
connected to your home network, 
double-click the Windows Media 
Connect icon in the Windows XP 
System Tray, and click Devices. Click 
one of the Xbox 360 entries to high- 
light it, click Allow, and the 360 can 
now access files on the computer. 

Click Sharing and click Add to select 
folders you want to let each Xbox 360 ac- 
cess. The console can display pictures 
stored in JPEG, GIF, BMP, and TIFF 
format, and also play music stored in 
MP3 and WMA format, so only add 
folders containing those types of files. 

You can also listen to music and view 
pictures by attaching MP3 players and 
digital cameras directly to the Xbox 360 
using a USB cable. Not all devices are sup- 
ported. (A complete list is available at 
www.xbox.com /en - US /sup port /sys 
temuse/xbox360/digitalmedia/supported 
devices.htm .) If you connect an MP3 
player to an Xbox 360 via the USB port, 
select the Media blade, select Music, and 
then Music Player to access that device. If 
you connect your 360 to a digital camera, 
select Pictures in the Media blade and 
then Digital Camera. You can now access 
those devices directly from the Dashboard. 

The Power Of Live 

Be sure to sign up for an Xbox Live 
account (Silver or Gold, it doesn't 



Harness 
The Power 



Music Player 




[l II II 14 II ■ II M 


)! « ) 


Current PLaylist 




Edit or Save PlayList 


) 


Cecilia Ann 


2:05J 


The Pixies 

Cecilia Ann 


Planet Of Sound 
[Tame 
Here Comes Your Man 


2:06 
1:56 
3:21 1 






Debaser 


2:5l] 


Wave Of Mutilation 


2:04 

> 


Dig For Fire 
Caribou 
1 of 19 


3:Q2j 

3:14) 

w 


_© Turn Visualization Off 
Full Screen Visualization 




Back Z 
Select Z 



Now that your Xbox 360 is set 
up in the best way possible, 
the last thing you want to do is get up 
off of the couch to make adjust- 
ments, so make the system complete 
with Logitech's Harmony Advanced 
Universal Remote for Xbox 360 
($129.99; www.logitech.com ). This 
remote was specifically designed with 
the Xbox 360 in mind and will control 
nearly anything that has an infrared 
input, and you don't have to program 
it manually. Instead, you connect the 
remote to your PC using an included 
USB cable and download all of the 
codes using a Web-based interface. 
Best of all, however, is an Activ- 
ities button that lets you control sev- 
eral components from the same 
interface. For example, selecting the 
Play Xbox 360 option powers on the 
Xbox 360, the television, and the 
surround-sound receiver and auto- 
matically switches everything to the 
inputs to which the 360 is connected. 
After that, pressing the Power button 
turns all of those devices off at once. 
It's the ultimate remote for the ulti- 
mate Xbox 360 setup. ▲ 

matter) to get access to updates that 
enhance and extend the connectivity of 
your console. For example, a download 
is available via Xbox Live that lets the 
console access protected music stored 
on an iPod, and future updates may 
add even more features. Also, keep 
your networking and digital multi- 
media hardware up-to-date by down- 
loading and installing patches and 
firmware updates from the manufac- 
turers. You have the ultimate setup, so 
be sure to keep it that way. CPU 

by Tracy Baker 



This album is being streamed directly 
to the Xbox 360 from a computer via a 
wireless network connection. 
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f there's one thing that sets the 
Xbox consoles apart from other 
gaming systems, it's the online re- 
sources and community available 
to Xbox users. Although there are 
many third-party fan sites, Microsoft's 
own Xbox.com is a premier site for the 
latest news, tips, and information about 
Xbox systems, accessories, games, and 
downloads. Microsoft's official Xbox 
site is more than a simple Web site with 
tips and news. It is also a gateway to 
added Xbox features (such as online 
play), a way to track your gaming per- 
formance, and a resource for meeting 
other Xbox users. 



What's In The Box At Xbox.com 

Among its many resources, Xbox.com 
includes information about upcoming re- 
leases. The main page usually features an 
animated promo for a new or soon-to-be- 
released game. For instance, one week 
when we visited Xbox.com, we saw a 
promo for Stacked With Daniel Negreanu, 
a poker game. Here, we could read a de- 
scription of the game, check the specifica- 
tions, view the Game Rating, link to the 
game's official Web site, and check the 
projected release date. 

Xbox.com also has a convenient Find A 
Game search field for locating information 



about any Xbox title. You can also browse 
trailers for upcoming games and check out 
demo versions of games that you might 
want to buy. 

Site navigation is fairly straightforward. 
A series of tabs at the top of the 
Xbox.com site divides the site into its six 
main areas: Games, Hardware, Xbox Live, 
Support, Community, and My Xbox. 

Games. The Games section of Xbox 
.com is where you can learn all about cur- 
rent and upcoming Xbox and Xbox 360 
releases. The page includes ads for games, 
a search tool, previews of unreleased 
games, interviews with developers, lists of 
game features, and updated release dates 
for Upcoming Games. On the green bar 
under the banner, you'll find links to the 
main areas of the Games section. The 
Games section includes Featured Games, 
Upcoming Games, Tips & Tricks, Where 
To Buy, and Catalog. 

Hardware. When you click the 
Hardware link on the banner, you'll find 
information about the Xbox gaming 
system itself as well as information about 
all of the hottest and latest Xbox acces- 
sories, including controllers, media re- 
mote controls, add-on memory, and 
other items. 

The green bar at the top of the page 
makes it easy to navigate to the main 
areas of the Hardware section. Just click 
Xbox 360, Xbox, or Accessories to learn 
more about the desired type of hard- 
ware. If you're ready to order a gaming 
system or an accessory, click the Catalog 
link on the green bar to order an Xbox 
console or accessories such as cables, 
controllers, custom faceplates for the 
Xbox 360, extra storage, add-on 
memory, or other Xbox merchandise. 

In addition to browsing the Hardware 
section ofXbox.com, you can also learn 
more about Xbox accessories by reading 



Reference Series / Xbox 360 35 



XBOX ONLINE 



Other Recent Releases 

Fight Night Round 3 

Full Auto™ 

Marble Blast Ultra 

Black™ 

Final Fight Streetwise™ 

FIFA Street 2 



Fight Night Round 3 
Sonic Riders™ 



the articles in the "Accessories" section of 
this issue, beginning on page 113. 

Xbox Live. This is probably the most 
popular area of Xbox.com because it has 
information about Xbox Live, which you 
can access from your Xbox console. You 
can also create a unique user 
profile for yourself and 
create a Gamer card that will 
display a link to your profile 
as well as information about 
you and your gaming abili- 
ties. For example, the Gamer 
card includes rankings for 
your Reputation, Gamer- 
score, and Gamer zone. 

Your profile can hold a 
variety of personalized de- 
tails, such as your own per- 
sonal Motto and a Gamer 
picture of your choosing. 
Others can also see how 
other players regard you by 
examining your Reputation 
score. The Achievements 
section of your profile dis- 
plays the awards, high 
scores, and other honors 
you've received by playing 
online. Learn more about these and 
other Xbox Live features in "Signing 
Bonus" on page 37, "The World Is 
Your Playground" on page 39, "Get 
Your Game Face On" on page 43, and 
"In The Zone" on page 45. 

You can find basic information about 
joining Xbox Live through the links on 
the green bar under the banner. Just 
choose from the links for Membership 
Levels, Xbox Live Gold, Xbox Live 
Marketplace, and Online Policies. 

Support. There is one particular area 
ofXbox.com that we hope you don't have 
to use: the Support section. However, if 
you need help setting up your Xbox, 
using Xbox Live, selecting the right hard- 
ware, or troubleshooting a problem, the 
Support section of Xbox.com has plenty 
of resources to help you get past your 
troubles and start gaming. 

Several of the most common help 
topics appear in the center of the screen 
under Quick Help. You can click to read 
solutions to problems such as screens that 



freeze or various error messages that may 
appear during gameplay. 

The Support page also has quick links 
to lists of Microsoft Knowledge Base arti- 
cles. Just select the appropriate category 
(Games, Hardware, or Xbox Live) from 
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Check the Upcoming Games section of Xbox.com for the latest 
information about and estimated release dates for the Xbox games 
you'll be able to play in the near future. 



the list of Knowledge Base Categories on 
the right side of the screen. 

Directly beneath the Knowledge Base 
Categories section, you'll see Xbox Live 
Service Status. This is a great feature be- 
cause it shows you, at a glance, if Xbox 
Live is currently functional. There's no 
point troubleshooting your system if the 
problem is on Xbox Live's end. Usually, 
Microsoft will list the Status as Up And 
Running. However, if Xbox Live is not 
functioning properly, you will see details 
about the current situation instead. Also, 
even if Xbox Live itself is functioning 
properly, specific games may experience 
temporary problems. For example, one 
day, we saw that the Status of Xbox Live 
was Up And Running, but underneath 
the status, there was a note that read, 
"Users may be unable to login and play 
EA's Battlefield 2: Modern Combat. We 
apologize for any inconvenience and ap- 
preciate your patience." 

To help you find the section of the 
site that contains the information you 



need, the Support page is divided into 
five main areas. You can link to these 
areas from the green bar under the 
banner. These Support categories in- 
clude System Setup, System Use, 
Connect To Xbox Live, Family Settings, 
and Contact Support. 

Community. One of the 
most engaging sections of 
Xbox.com is the Commu- 
nity area. Here, you'll find 
the latest Xbox news, up- 
coming release dates for 
games, a featured user's 
Gamer card, articles about 
the world of Xbox, informa- 
tion about user groups, and 
coverage of events such as 
industry trade shows and 
Xbox announcements. The 
green bar under the banner 
has further links to Xbox 
News, a Calendar of Events, 
Personalities, Forums, and 
the Community Portal. 
These are excellent resources 
for keeping up-to-date on 
the latest Xbox news and 
discussing your favorite 
Xbox games with other users. 

My Xbox. In Xbox.com's My Xbox 
area, you can create your own profile, 
keep a Friends List, send messages, keep 
track of the games you've played, and 
easily access the forums you like to read. 

My Xbox is divided into four main 
areas (My Gamer Card, My Forums, My 
Friends, and My Achievements). You can 
access each of these sections from the 
green bar at the top of the page. 

Xbox.com Exit 

Now that you have a general 
overview of Xbox.com, you're ready to 
explore the site's resources in greater de- 
tail. The other articles in this section 
will provide plenty of information 
about Xbox.com's many tools, in- 
cluding Tips & Tricks, Xbox Live, 
Forums, Gamer cards, and more. CPU 

by Kylee Dickey 
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Gaming has always brought 
people together. It started on a 
small scale with old-school 
games such as Pong. Today, Xbox Live 
users from around the world can come 
together to profess their love for the 
gaming lifestyle and push each other to 
new competitive heights. If you want to 
interact with people far and near, set up a 
My Xbox account. It's a simple process, 
and when you're done registering, you 
have the gaming world at your fingertips. 

Sign Up 

You can create an account using either 
your PC or your Xbox 360. There is quite 
a bit of data entry involved, so you might 
find it easier to register on your computer. 
To sign up for My Xbox, click the Sign 
In button at the very top right of the 
Xbox home page (www 
.xbox.com) or click My 
Xbox just below the 
Sign In button and 
then click the Sign Up 
button in the Sign Up 
For My Xbox Now! 
section on the right of 
your screen. Xbox uses 
the Microsoft Passport 
Network to monitor its 
users, so by creating a 
My Xbox account, you 
are essentially also join- 
ing the Passport Net- 
work (the same service 
used by Hotmail, MSN 
Messenger, and other 
Microsoft online prod- 
ucts). Click the Reg- 
ister Now button at the 



bottom of the I 
Need To Register 
section on the left of 
your screen. 

The Xbox Web 
site breaks down 
registration into 
five basic steps. The 
first of these deter- 
mines whether or not you're an Xbox 
Live member. Click either the Yes or No 
radio button and click Next. 

The next step is to determine 
whether or not you have a Passport 
Network account. Xbox requires that 
you have a Passport account to use My 
Xbox. If you have an MSN or Hotmail 
account, or an account from another 
site that's part of the Microsoft Passport 
Network, click the Yes radio button. 
If you need to create an account click 
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The My Gamer Card section of My Xbox lets you add your own personal touch 
by letting you create your motto and manage other aspects of your profile. 



No, then Next. Use the drop-down 
menus to set the correct answers in the 
Country and Language categories, enter 
your birthday in the Date Of Birth text 
box, and then click Next to continue on 
to the Create Credentials page. Enter 
your email address and password. Use 
the Password Strength indicator to see 
if the strength of your password is up 
to par. 

Select a question from the Question 
drop-down menu to select a question that 
only you'll know the an- 
swer to in case you 
forget your login in- 
formation. Enter the 
answer in the Secret 
Answer text box. The 
final step to getting a 
Passport is to enter a se- 
ries of encoded letters 
and numbers. One 
handy feature in this 
section is the speaker 
button to the right 
of the encrypted text. 
Click it and then click 
the Play Audio button 
on the Microsoft Ser- 
vices screen that pops 
up. A voice will tell 
you a series of numbers, 
which you enter in the 
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Numbers You Hear text 
box. Click Continue at 
the bottom of the win- 
dow and then click 
Continue at the bottom 
of the registration page. 
Finally, click I Accept in 
the Passport Terms Of 
Use And Privacy State- 
ment that follows the 
Credentials page. 

After you create your 
Passport, the next step 
is to create your gamer 
profile. Your profile 
represents you on Xbox 
.com. Users can view it 
to sneak a peek of your 
gaming history and your Reputation. 
Enter your tag in the Gamertag text box 
and click Next. On the next page, click 
the radio button of the Gamer zone that 
best describes you. You can choose from a 
handful of zones, including Family (if you 
have children that might be using the 
Xbox 360) or, on the opposite end of the 
spectrum, the Underground zone, geared 
towards the high-intensity gamers who 
aren't afraid to talk some trash. To find 
out which zone best fits your style of play, 
check out "In The Zone" on page 45. 
Next, select a picture for your profile and 
enter a short motto that you game by. 
Click Next to continue. For a more in- 
depth look at Gamertags, Gamer mottos, 
and the rest of the characteristics of pro- 
file building, check out "Get Your Game 
Face On," on page 43. 

After you finish choosing a gamer pic- 
ture and entering your motto, you have 
to enter some personal information that 
Xbox.com uses to customize the informa- 
tion and advertisements you see when 
you go to the Web site. Also, you can use 
this information to create an Xbox Live 
Gold or Silver membership. If you're in a 
time crunch, just fill out the mandatory 
information denoted by a red asterisk 
and click Next. Click the I Accept radio 
button on the Terms Of Use screen that 
follows the personal information screen 
and then click Next to move onto the 
next stage of registration — setting your 
Web preferences and favorites. 
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You can keep track of your Xbox 360 online friends not only on your console 
but also in the My Friends category in My Xbox. 



This section offers a way for you to 
sign up for updates about the Xbox 360 
and other consoles. It also gives you a 
way to get the latest news on your fa- 
vorite video game or game genre. That 
said, you aren't required to answer any of 
this. Simply click Next until you reach 
the Congratulations screen alerting you 
that you've completed registration. 

If you want to network 
among fellow gamers, or 
just want to learn more 
about the features of your 
Xbox 360, signing up for a 
My Xbox account is a 
great start. 



Log In & Layout 

Once you create your profile, you can 
log in anytime by clicking the My Xbox 
button on the right of the Xbox home 
page and then clicking the Sign In Here 
link just below the Sign Up section or by 
clicking the Sign In button in the top 
right of your screen. 

After you sign in, you'll automatically 
go to your Gamer profile. This screen dis- 
plays your Gamer card, which displays 



your Gamer picture, 
Gamerscore, and your 
Reputation, among oth- 
er things. On the right 
you'll notice a handful 
of links you can use to 
edit your Gamer profile 
and your user prefer- 
ences information. 

You'll see four im- 
portant links in a thin 
green section above 
your Gamer card: My 
Gamer Card, My For- 
ums, My Friends, and 
My Achievements. The 
My Forums link takes 
you to a page that lets 
you view new posts on forums that in- 
terest you. You can also go to the Xbox 
Forums home page from here. For more 
information on using these forums, check 
out our article dedicated specifically to 
Xbox Forums on page 47. 

To the right of the My Forums link is 
My Friends. This section lets you see 
which of your friends is currently 
gaming. Click the My Friends link to 
view a list of the Gamertags of your 
friends, their current status (whether on- 
line or offline), and their latest activity. 
Click a friend to visit his Xbox profile. 

To the right of the My Friends link is 
My Achievements. Click it to go to your 
Xbox Live Achievements Summary. This 
page lists all the games you've played and 
shows your current Gamerscore and the 
total number of points possible. Click 
any game in your Achievements list to go 
to a more in-depth display that shows 
not only the achievements you've already 
garnered, but also what's left for you to 
conquer on the game. 

If you want to network among fellow 
gamers, or just want to learn more about 
the features of your Xbox 360, signing up 
for a My Xbox account is a great start. You 
can get information on your system and 
upcoming games, create your gaming pro- 
file, and keep track of your achievements. 
My Xbox is a useful supplement to the al- 
ready powerful Xbox 360 platform. CPU 

by Sam Evans 
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Original Xbox owners who 
haven't made the leap to the 
Xbox 360 are probably won- 
dering why there's so much fuss being 
made about Xbox Live. After all, Micro- 
soft's premium game matchmaking ser- 
vice has been around for years, so all 
those 360 owners are crowing about old 
news, right? 

Wrong. Much like the Xbox 360 it- 
self, the 360 version of Live is a highly 



evolved experience compared to its pre- 
decessor. The service is now so tightly 
woven into nearly every Xbox 360 game 
and into the console interface itself that it 
seems unimaginable to have a 360 
without taking advantage of Live. 

For the uninitiated, Xbox Live lets 
players connect with each other online, 
with the goal being multiplayer gaming 
that is scarcely different from having your 
opponents sitting next to you on the 



couch. In fact, in many ways it's better 
because each player has his own screen 
and sound system, and doesn't have to 
deal with other people hogging all of the 
chips. With more than two million active 
members throughout 24 countries, it's 
never difficult to find opponents for 
nearly any game at nearly any hour of the 
day. Because it connects the Xbox 360 to 
the Internet, Live also serves as a content 
download service, putting everything 
from critical system updates to free game 
demos in one convenient place. 

Xbox Live brings players together in 
many different ways. You can chat or see 
what your friends are doing when they're 
logged into the service. Even when 
they're logged out, their high scores and 
Achievements are still there for the entire 
world to see. Alert boxes pop up to let 
you know when your friends log in (even 
if you're watching a movie, which is 
somewhat annoying), and anytime a crit- 
ical Xbox 360 or Xbox Live update is 
available, you automatically get the op- 
tion to download and install it. Xbox 
Live has evolved far beyond its original 
roots, and if you have broadband 
Internet access and an Xbox 360 memory 
unit (preferably a hard drive, as the 
memory cards don't store much data) 
you should definitely take advantage of 
the service's numerous features. 

Online Gaming 

Multiplayer gaming over the Internet 
is the main reason Xbox Live exists and 
is the best reason to pay for a Gold ac- 
count. (See the "Members Only" sidebar 
for more information.) It's nice to know 
that everyone who buys a copy of a Live- 
enabled game will access exactly the 
same service when they go to play on- 
line, because it practically guarantees 
that you can find opponents for most 
games no matter what time it is. As long 
as you have a hard drive, it's even pos- 
sible to play select Xbox games such as 
Halo 2 in multiplayer mode, expanding 
the service's value. 

In the past, Xbox Live gamers were 
thrown into games with players of wildly 
varying skill levels, but Microsoft is 
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The Xbox 360 doesn't come close to realizing its potential unless it's jacked into Xbox Live. 



trying to avoid that problem with its 
new TrueSkill ranking and matchmaking 
technology. It tracks your performance 
in every Live-enabled game that allows 
for ranked matches, and when you play 
in ranked matches it tries to make sure 
everyone in the game has approximately 
the same level of skill (see "A Match 
Made Online" on page 53). Of course, 
it's still possible to play unranked 
matches with friends or whomever else 
you want to, but it's nice to know that 
when your ranking is on the line, you'll 
neither get trounced by nor crush the 
competition in your favorite game. 

When playing unranked games, Live 
uses a new Gamer Zone feature to help 
match you up with people who share 
your gaming preferences. When you 
sign up for a Live account, you select a 
zone such as Recreation for casual 
gameplay, Pro for more competitive 
games, Family for profanity-free 
matches, or Underground for anything- 
goes gaming. When Live searches for 
unranked matches, it tries to put you 
with people who chose the same zone 
you did. The system is far from perfect, 
but for the most part hardcore gamers 
stick to Pro and Underground zones 
while newcomers and less competitive 
people tend to pick Recreation and 
Family, so at least there's an increased 
chance you'll end up with some like- 
minded players. You can read more 



about Gamer zones in "In The Zone" 
on page 45. 

Keep In Touch 

Xbox Live provides you and your 
friends with an all-in-one messaging 
center, letting you communicate via text 
messages, voice messages, and voice chat. 
Composing a text message using a con- 
troller isn't exactly the easiest process in 
the world, but if you have a headset 



(included with all Xbox 360 premium 
systems) it's very easy to send short voice 
messages. You can also invite friends to 
join a multiplayer session of a particular 
game, or send a friend request to add 
someone to your Friends List. 

Make Friends (& Enemies) 

The Friends List is just a list of 
Gamertags that correspond to people 
whom have accepted Friend Requests 
from you in the past. Select a Gamertag 
to see that person's profile and also to 
send him messages. The 360 also main- 
tains a list of people you've recently 
played with online, which you can access 
by selecting Friends and then pressing 
the left analog stick on the controller to 
the right to select the Players tab. This 
makes it easy to send Friend Requests, 
invite them to chat, file complaints 
against them for violating Live's terms of 
service, or submit player reviews. When 
submitting reviews, you can either select 
Prefer This Player, which increases the 
player's Rep score, or Avoid This Player, 
which reduces the Rep score. These se- 
lections also increase or decrease, respec- 
tively, your chances of being matched up 
with them in future games. 



Old Account? No Problem 



f you already have an Xbox Live ac- 
count for your original Xbox, you can 
easily convert it into an Xbox Live Gold 
account if you get an Xbox 360. All you 
need is the information you used to sign 
up for your original Live account, in- 
cluding your Gamertag and the last four 
digits of the credit card you used to pay 
for the service. You also need a 
Microsoft Passport Network account to 
sign up. If you have a Hotmail or MSN 
email address, or an Xbox.com account, 
you already have a Passport Network ac- 
count, and you can create one using the 
Xbox 360. 

Open the Xbox Live window in the 
Xbox 360 Dashboard and select Recover 
Gamertag From Xbox Live. Select 



Gamertag and enter the Gamertag from 
your original account. Select Done, select 
Next, and enter the information you used 
to sign up for the original account in the 
Confirm Identity screen. Use an existing 
Passport Network account or create one 
to continue, select Sign In, and your 
Gamer profile, including your complete 
friends list, is transferred from your old 
account to the 360. 

If you have any trouble migrating your 
account, use the handy Migration Wizard 

at www.xbox.com/en-US/support/migra 

tionwizardhtml . Also remember that you 
won't be able to use Account 
Management from your original Xbox 
after the transfer, as you'll now manage 
the account using your Xbox 360. ▲ 
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Because each player on the Friends 
and Players lists is represented by a 
Gamertag, it's easy to access the player's 
profile and select Compare Games to see 
how she compares to you in terms of 
Achievements. Live also lets you know 
when your friends log in and even lets 
you know what they're currently using 
the Xbox for, whether it's watching a 
movie, playing a particular game, or even 
accessing the Xbox Dashboard. 

Take A Trip To The Marketplace 

All Xbox Live users have access to the 
Xbox Live Marketplace, which grants ac- 
cess to various downloads including 
videos, game demos, and extra game con- 
tent. Much of the Marketplace material 
is free, but some downloads cost money 
in the form of Microsoft Points. You can 
purchase a minimum of 500 points for 
$6.25 using a credit card via Xbox Live, 
or buy gift cards preloaded with points 
from a number of retail stores nation- 
wide. (To learn more about Microsoft 
Points, see the article "Microsoft Points" 
on page 60. To learn more about the 
Marketplace, read "The Xbox Market- 
place" on page 56.) Small things such as 
new Gamer pictures or themes tend to 
cost just a few hundred points, whereas 
Xbox Live Arcade games (which we'll 
talk about next) and other downloads 
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Xbox Live lets you download free demos and trailers for a wide variety of games, but you'll 
need a hard drive to store them. 



cost more. There is no discount for pur- 
chasing more than 500 points at a time, 
although you can purchase blocks of up 
to 5000 points at once. 

All Marketplace downloads are linked 
directly to your Xbox Live account, so if 
you accidentally delete something or have 
to send your hard drive in for a replace- 
ment, you can simply re-download your 
previous purchases. This isn't always the 
case, as some things such as the Hexic 
HD game included with each premium 
system are not available for download via 
Marketplace, but at least you know all of 



the money you spend won't go to waste 
should disaster strike. 

The best reason to access Marketplace 
is to take advantage of all the free demos 
and additional game content offered 
there. Live keeps track of the games 
you've played and lets you download new 
tracks and cars for racing games, new ros- 
ters for sports games, and even new levels 
for shooting games, among other things. 
Game demos tend to eat up a lot of hard 
drive space and take a long time to 
download, but at least they give you a 
free chance to try before you buy. 



Gaming Voyeurs 



Who would have guessed that your 
fifteen minutes of fame could 
come in the form of playing a video game 
in front of millions of people? Xbox Live's 
spectator mode support lets you watch 
online games instead of participating in 
them, and if you're good enough, other 
people might end up watching you. 

Not all games support spectator mode 
(Project Gotham Racing 3 is a notable ex- 
ception with its superb Gotham TV mode), 
but when the feature is present you can 
simply load the game, log in to your Xbox 
Live account and tune into matches that 
are taking place between players from all 



over the world. The process varies slightly 
from game to game, but in Project Gotham 
3 select Gotham TV on the main menu, 
press A, and select Heroes Channel to 
watch the top players race. 

The ability to watch the best players 
compete is a great way to learn advanced 
tricks and techniques that you'd have to 
spend countless hours discovering on 
your own, and it's just one example of 
what the spectator mode technology can 
do. Microsoft is promising sponsored 
tournaments in the future that will be 
broadcast via spectator mode much like 
football games are piped to our televisions 



today. The Xbox Live Arcade version of the 
popular arcade fighting game Street 
Fighter will use spectator mode to let 
players mark their place in line using vir- 
tual quarters and then watch matches play 
out as they wait their turn to play. 
Microsoft's patents for spectator mode 
hint at other things such as instant re- 
plays, on-the-fly editing, and narration of 
live matches that have the potential to 
make spectator mode virtually indistin- 
guishable from a big-budget live event 
broadcast in the future. ▲ 
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The Gamer profile page lets you accept 

Friend Requests, submit Player Reviews, 

and chat with other members you'll find 

in the Xbox Live community. 



Old-School Arcade Action 

Whether you're a casual or a hardcore 
gamer, Xbox Live Arcade has something 
addictive in store for you. This area lets 
you download casual games such as 
Hardwood Hearts, classic arcade games 
such as Joust, and games formerly found 
only on the PC such as Bejeweled. 
Although the themes range from pure ac- 
tion to wholly cerebral, one of the things 
all of these games have in common is ease 
of play, and most are perfect for wasting 
a few minutes or playing when your non- 
gaming friends stop by. 

A second thing all of these games 
have in common is that they support 
high-definition resolutions. Not all of 
them are available in widescreen format, 
but even ancient arcade games such as 
Gauntlet look better than ever when 
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rendered in crisp, clear high-definition 
on a good HDTV. 

You can download free demos for all 
Live Arcade games, and they all support 
Achievements and (when applicable) on- 
line leaderboards. The high score screens 



Members Only 

Every Xbox 360 comes with a free Xbox Live Silver account, but you don't really 
get much out of the service unless you upgrade to Xbox Live Gold. Most of the 
features discussed in this article are only available to Gold-level members, which 
costs $7.99 per month, $1 9.99 for a three-month contract, or $49.99 for a twelve- 
month account. The biggest difference between Silver and Gold accounts is that you 
can only play games online using a Gold account, but here's a breakdown of all the 
differences between Silver and Gold: 
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Free Xbox 360 and Game Updates 


Yes 


Yes 


Xbox Live Message Center 


Yes 


Yes 


Game Stats and Achievements 


Yes 


Yes 


Friends List 
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Player Feedback 
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at the local arcade are intimidating, but 
the hundreds of thousands of high 
scores on Xbox Live Arcade are down- 
right humbling. You can find out more 
about Xbox Live Arcade in "Microsoft 
Co-Opts The Coin-Ops" on page 58. 

Live Tomorrow 

Microsoft eventually wants to let users 
upload items to the Marketplace, making 
it possible for you to design new Gamer 
pictures, themes, or other content and sell 
them to other Marketplace users. The 
company also has hinted that in the future, 
you will be able to use Microsoft Points for 
other items outside of Xbox Live, although 
nothing has come of that yet. 

An upcoming camera accessory will 
add video messaging and chat features to 
Live sometime in 2006, and there are 
also big plans for spectator mode (see the 
"Gaming Voyeurs" sidebar for more 
info). Many more games will be added to 
Live Arcade throughout 2006 and be- 
yond, and Internet connectivity means 
that new features can be added all of the 
time without requiring users to manually 
update their hardware. The price may 
seem steep at first glance, but nothing el- 
evates your game like Live. CPU 

by Tracy Baker 
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Get Your 
Game Face On 

Send A Message With Your Gamer Profile 




We live in a society where first 
impressions count for a lot. 
This holds true even in the 
gaming world. Intimidation can be a 
useful tool for a gamer, and there's 
nothing like proudly displaying an awe- 
some Xbox Gamer profile. If intimida- 
tion isn't your thing, you can still use 
your Xbox profile to convey your 
unique personality. You can also view 
the profiles of others to see if they are at 
the same competitive level as you. Let's 
take a closer look at Gamer profiles and 
their components. 

Your Gamer Card 

Think of your Xbox Gamer card as 
your business card of the Xbox Live 
gaming world. When other gamers view 



it, they can get a sense of the type of 
player you are both on and off 
Xbox Live. Your Gamer card fea- 
tures access to a list of your fa- 
vorite games along with other 
^L Xbox traits such as your 

^k Gamerscore, Gamertag, 
^k Reputation, Gamer zone, 
^ and the display picture 
\ you choose. 



Picture This! 



The picture that 
goes along with your 
Gamertag is one of the 
first things people will 
see when they check out 
your Gamer profile. Whether 
it is a fearsome image of a 
horned ghoul or something that 
suggests you have a softer side such as a 
loveable wrinkle-ridden bloodhound, 
you can select the picture that best rep- 
resents yourself when you set up your 
profile on your 360 console. The My 
Xbox section on the Xbox Web site also 
lets you select a picture when you're 
creating a profile for My Xbox, though 
you don't have quite as many options. 
You can choose from more than 50 pic- 
tures on your 360, but at the time of 
print, the Xbox Web site only had 
about a dozen freebies. And though 
Xbox lets you upload images from your 
PC to view on your TV via your Xbox 
360, we couldn't find a way to set 
an uploaded custom image as our 
Gamertag. If you don't see one you 
like, don't fret. If you subscribe to Xbox 
Live, you can go to the Xbox Live 
Marketplace and choose from many 



more options for prices that usually 
range from about 20 to 200 Microsoft 
Points. (You can buy a block of 500 
Microsoft Points for $6.25.) 

Nice Guys Don't Finish Last 

Do you get smoked every time you 
play a PGR3 (Project Gotham Racing 
3) race on Xbox Live because you al- 
ways crash your car into a wall to avoid 
collisions with others? If this is you, 
then you know how frustrating it can 
be when you sacrifice yourself to keep 
kosher with your gaming buddies. 
Now, however, your kind actions don't 
have to go unrewarded. The Reputation 
category was made just for you consci- 
entious gamers. 

The default Reputation setting is 
three stars on a five-star scale. As you 
play on Xbox Live, the people you 
game with can rate you based on your 
behavior in the game. If you are a 
trouble-maker and play dirty, people 
will select the Avoid This Player in the 
Review section. If you receive enough 
of these negative ratings, your Reputa- 
tion meter will start to lose stars. On 
the other hand, if you are a courteous 
gamer who treats online competitors 
with respect, they may choose the 
Prefer This Player rating, which will in- 
crease your Reputation rating in your 
profile. You can usually view others' 
Reputations in between rounds of an 
online game. For instance, if you 
joined an online race for Project 
Gotham Racing 3, you can view your 
opponents' Gamer cards and leave pos- 
itive or negative reputation marks at 
the end of the race. 

Know Who You're Up Against 

Every game you play has a preset list 
of goals that you can achieve for both 
online and offline gaming. For instance, 
in Need For Speed: Most Wanted, you 
get a certain number of points for 
beating different characters in the game. 
Obviously, if you beat a game, you'll 
probably conquer many of its preset 
achievements in the process, and you'll 
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garner a lot of points to pad 
your Gamerscore. 

If you like to go on Xbox 
Live, you can usually trust that 
people with similar Gamer- 
scores probably have similar 
gaming tendencies to yours 
and should be a good fit for 
you. You can also look at a 
user's Gamerscore for a partic- 
ular game. This is an even 
better way to tell if you're 
grouped with users at a similar 
competitive level for the game 
you're playing. If you just got 
Top Spin 2 and want to play 
someone online, look for an- 
other user who has a low 
Gamerscore in Top Spin 2. 
Chances are that he or she will 
be a good match for you. 

Zone Out 
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Your Gamer card proudly displays important achievements that 
you've garnered in your Xbox 360 gaming past, such as your 
reputation and Gamerscore. 



The Gamer zone someone 
plays in is another simple way 
to gauge a player's ability and 
attitude. A Gamer zone refers 
to the category you fit into 
based on your gaming habits. 
There are four zones you can 
choose from. For players who 
just want to hang out and have 
a good time, there's Recrea- 
tion. This setting suggests that 
you're an easy-going gamer 
who just wants to have fun and 
won't throw a hissy fit if you 
come in second place. The Pro 
Gamer zone is a place for ad- 
vanced gamers to gather. This 
zone is designed for people 
who want to be the best at 
every game. The Family zone is 
customized for the young and 
impressionable gamers with 
sensitive ears. The final zone is the 
Underground zone. This is the free-for- 
all setting where some of the best gamers 
and talkers gather to see who can back 
up their garbage gab. It's definitely not 
for the faint of heart as any move (or 
any word) goes. For more on gamer 
zones see, "In The Zone" on pg. 45. 
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You can choose from a selection of Gamer pictures on the 
Xbox Web site ( www.xbox.com ). There is also a wide variety of 
images available on your Xbox console, or you can find just the 
right image from Xbox Live Marketplace. 



Live By Your Motto 

"Give me liberty or give me death." 
"The only thing we have to fear is fear 
itself." "Everybody wang chung to- 
night." Inspirational mottos such as 
these represent America's work-hard- 
play-harder mentality. Just as each of 



these speakers was given a 
medium for his message, your 
Xbox profile gives you a space 
to voice your credo in the 
Motto section. You don't have 
much room to work with (the 
section carries a 21 -character 
maximum), but the right 
phrase can add a little flare to 
your profile. 

A Gamer profile can give 
you a lot of helpful informa- 
tion when you're looking for 
gamers that are at the same 
level and disposition as your- 
self. The Gamerscore and 
Gamer zone information can 
give you an adequate idea of a 
player's ability, while the play- 
er's Reputation and Gamer 
picture are easy visual clues 
about the player's gaming atti- 
tude. If you're worried about 
giving out too much informa- 
tion over Xbox Live, you can 
edit some aspects of your pro- 
file in the Privacy Settings. 
This section lets you choose 
who can view various fields of 
your Gamer card and Gamer 
profile such as your Motto, 
previously played games, or 
online status. You have three 
options to choose from. By de- 
fault, Everyone is selected in 
all of these settings, meaning 
anyone who wants can view 
your profile. You can filter this 
down to only let your friends 
peek at your profile or go even 
further and block it entirely. 

Your Gamer profile is a great 
way to give others a glimpse 
into not only your gaming 
habits, but also your person- 
ality. Categories such as your 
Gamertag, Motto, and Gamer zone let 
you give your Gamer card a touch of 
flare. You can also view others' profiles 
and discover the melting pot that Xbox 
Live has become. CPU 

by Sam Evans 
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n The Zone 



Gamer Zones Connect Like-Minded Players 



In the gaming world, 
there isn't anything 
quite as frustrating as 
going online for a gaming 
session and getting thrown 
into a group of players that 
are clearly above your level. 
Every time you spawn, 
you're dead before you take 
your first step. Adding in- 
sult to injury, the assailant 
might post something 
about how you just got 
"pwn3d." Of course, the 
opposite is also unpalatable. 
If you're a serious player, 
the last thing you want is to 
be on a team full of rookies 
who haven't learned what 
they're doing. Xbox Live 
has introduced Gamer 
zones to help you find a 
gaming community that 
suits your style of play. 

Gamer Zones 



There are four Gamer zones to pick 
from when you create a profile on your 
Xbox 360 console or in My Xbox on 
the Xbox Web site ( www.xbox.com ). If 
you're more into the social aspect of 
gaming than the final score, the 
Recreation zone, also known as the R & 
R zone, is for you. Recreation Gamer 
zone members use video games not as a 
source of competition, but rather as a 
fun pastime where they can meet new 
people with whom they share things in 
common. These are the type of people 
who put more weight in the friendships 
they make online than in the final score 
of the games they play. If you live by 
the credo, "It's not whether you win or 
lose; it's how you play the game," then 




you'll be most at home in the Recre- 
ation zone. 

Similar to the Recreation crowd, the 
Family zone is for gamers who aren't 
liber-competitive. It is geared towards a 
family-friendly experience. If your par- 
ents set up your Xbox account, you be- 
long here, or if you're a parent who 
wants to get involved with your child's 
hobby, this is a great place for you to 
start your gaming endeavor. 

Designed for true competitors, the Pro 
zone is for those who take gaming seri- 
ously and want to win every match 
they're in. The Pro zone is also a good 
place for serious players to find a gaming 
clan. Though there are a few smack- 
talkers, many of the members of this 
zone are serious but courteous gamers 
who avoid cheap shots and dirty pool. 

If your personality and gaming abili- 
ties don't fit into the other groups, 



chances are you belong in the Under- 
ground zone. Underground gamers are 
just as competitive as Pro gamers, but 
they're not afraid to assault you with a 
barrage of "your mom" jokes if you can't 
keep up. This zone is for users who not 
only walk the walk, but also really enjoy 
talking the talk. 

Match Maker 

Let's say the Recreation 
Gamer zone fits your per- 
sonality and ability the best. 
What's to keep a Pro zone 
gamer from mercilessly 
beating you to up his rank? 
The Gamer zone helps safe- 
guard you against these ma- 
licious attacks. 

Xbox Live uses two main 
ranking systems called 
TrueSkill and Player Match 
to find opponents for you. 
TrueSkill (featured in "A 
Match Made Online" on 
page 53) monitors your 
ability in different game set- 
tings and finds people that 
are roughly the same skill 
level to ensure you a com- 
petitive match in a ranked game setting. 

The Player Match system is a little dif- 
ferent. It employs a host of criteria from 
your Gamer profile such as your Gamer 
zone, Feedback, and your Friends list to 
find opponents that will give you a decent 
match in an unranked setting, but more 
importantly, it will set you up with people 
with which you have the most in common. 
If you aren't familiar with the differ- 
ence between ranked and unranked 
games, let us explain. Each game on the 
Xbox 360 platform has different online 
player settings. One of these is a ranked 
mode. This is a competitive platform that 
actually saves the progress of those who 
play on it and ranks the competitors 
based on their performance. When you 
game here, Xbox Live uses the TrueSkill 
matching feature. If you just want to go 
online to kill time and aren't concerned 
with your rank among the game's best 
players, you can play in the unranked 
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game platform. This uses 
the Player Match system to 
find competitors with which 
you have something in 
common. The unranked 
platform uses your Gamer 
zone along with other cri- 
teria to match you with 
other players it feels you 
match up well with. For in- 
stance, Project Gotham 
Racing 3 has an online 
mode that uses ranked 
games, but you can also use 
the Play On Xbox Live op- 
tion in the Playtime menu 
to play an unranked game. 

How To Change 
Your Gamer Zone 

Maybe you started out as 
a recreational player, but 
lately you've found yourself 
devoting more and more 
time to feeding your gaming 
appetite. Or perhaps you 
notice that you're starting to 
beat more and more users 
who are in the Pro Gamer 
zone, and you want to take 
it to the next level. This is a 
simple process that can be 
done either from your Xbox 
360 console or from your 
My Xbox account on the 
Xbox Web site. 

To change your Gamer 
zone through your Xbox 
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A player's Gamer zone gives you a basic understanding of what type of 
player the gamer in question is. Usually they're either in it for the 
competition or simply for the fun of meeting and gaming with new people. 
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If you want to join a new Gamer zone, you can do so by editing your 
profile on Xbox Live or in the Edit Your Profile page of My Xbox. 



N 



ot quite sure what type of gamer you are? Here's the quick and dirty on each 
Gamer zone for the Xbox 360. 



Recreation: For those just looking to relax, meet a few fun people, and have a positive 
time gaming. 

Family: For the young gamer of the family and his parents. This is a great spot to 
have a fun and safe experience. 

Pro: For the very competitive gamer who makes getting first his top priority. 

Underground: The zone where anything goes, both in gaming and in trash talking. 



360 console, first sign in to 
your profile and then select 
your Gamer card by high- 
lighting it and pressing A. 
Select Edit Gamer Profile 
and then select Gamer 
Zone. This will list the 
four zones. Simply select 
the zone you wish to join, 
and you're set. 

The process is similar 
when you go to Xbox.com. 
First, sign in to your Pass- 
port account by clicking the 
Sign In button in the top 
right of your screen. Next, 
enter your email address 
and password in the text 
boxes and click Sign In. 
Then click the My Gamer 
Card link in the green sec- 
tion below the display of 
your Gamer card in the top 
right of your screen. In the 
Manage Your Gamer Profile 
section on the right side of 
your screen, click Edit 
Gamer Profile. The first 
section you see is the Gamer 
Zone section. This has each 
Gamer zone and a small de- 
scription of the type of 
player you'll find in each. 
Click the radio button for 
the Gamer zone you want 
to switch to and click Save 
at the bottom of the page. 

The game you play is 
only half the fun. Who you 
play with is just as impor- 
tant. Newcomers don't like to get killed 
all the time by people at a higher skill 
level, and veterans can easily get frus- 
trated if they're grouped with new players 
who haven't learned the basics yet. 
Luckily, the Gamer zone you select can 
help you find good competition or, if 
you prefer, a new group of friends with 
whom you can learn. Once you fill out 
this field on your Gamer card, go online 
knowing that you will find a setting that 
can be both challenging and fun. CPU 

by Sam Evans 
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Forum 
Free-For-AII 

Find Friendship & Flames In The Xbox Community 



The Xbox forums are teeming 
with tips, as well as plenty of 
game-related (and no-so- 
game-related) banter. To get involved, 
all you have to do is set up your per- 
sonal profile at Xbox.com. 

Forum Fundamentals 



On the Xbox site, point to 
Community and click Forums followed 
by My Forums. Click Sign Up For My 
Xbox Now, and you'll see a registration 
page. If you have a Microsoft-backed 
email account (such as Hotmail), you can 
use it to begin signing up for your ac- 
count, otherwise you'll have to start from 
scratch. The Registration Wizard makes 
the process simple in both cases. Once 
you've created a profile, point to Com- 
munity and then click Forums. 

At the top right, you'll see your Gamer 
card icon, score, zone, and icon. Click 
your icon, and you'll see the Manage 
Your Gamer Profile section. Click Forum 
Preferences to change your time zone, 
add a personalized signature to the mes- 
sages you post in the forums, and con- 
figure other basic forum preferences, such 
as message sorting. After you change your 
settings, click Save, point to Community, 
and once again, click Forums. 

On the right side of the page, you'll see a 
section called Enter The Forums, complete 
with four forum links: All Forums, Games 
Forums, Xbox Live Forums, and General 
Discussion. Click the Games Forum, for 
example, and you'll see links that lead to 
messages regarding specific games. 

At the top of a forum for a specific 
game, you'll see five links, including 
Active, Unanswered, Not Read, My 




Forums, and Private Messages. Click 
Active, and you'll see message threads with 
the most recent posts, and the Unanswered 
link displays those message that have yet to 
receive replies. The Not Read link shows 
you all of the threads you haven't viewed. 
My Forums lists all of the threads in which 
you've contributed. Click Private Message 
to see messages that other posters sent to 
you privately. 

Info Overload 

As you read through various posts, 
you'll notice that different users have 
varying "rep" and community user levels. 
Your Reputation is based on the positive or 
negative feedback you receive while playing 
on Xbox Live. Your Community User Lev- 
el is based on the number of useful posts 
you add to the forums; the level number 
generally won't increase on message count 
alone, but rather on the number of high- 
quality posts you add. The quality of your 



posts is determined by the moderator and 
also by the ratings that other users assign to 
your topic. So if you spend a lot of time 
harassing other users, you can expect your 
level to stay the same or even drop. Your 
Gamerscore is a running total of points 
you earn from various Xbox achievements. 
You'll also see that some users have 
special icons by their gamercards. For in- 
stance, an M means the user is a forum 
moderator, and a V means the poster 
is an Xbox MVP. You can view a 
cheat sheet of forum icons on the 
Xbox site at www.xbox.com/en' 
US/community/forums/iconsand 
levels.htm . 

Like forums you see all over the 
Web, the Xbox forum has basic 
controls to let you interact with 
message threads. You can use the 
Sort Posts drop-down menu to sort 
messages from newest to oldest or 
vice versa. Click Reply to add your 
thoughts to a thread and click 
Quote if you'd like to directly ad- 
dress another person's words in 
your post. You could contact that 
person immediately with your 
headset, of course, but you'll need some 
practice using the 360's communication 
capabilities first (See "Communicate & 
Annihilate" on page 48). 

Click Print, and the site displays a 
printer-friendly version of the message. If 
you click Search, you'll see a text box that 
will help you search for specific keywords 
in a thread. Click Notify if you want to re- 
ceive an email every time a new message is 
posted to a thread — be wary of overusing 
this option as it's a good way to have your 
inbox swamped by new messages. 



Wellspring Of Knowledge 

No matter how serious you are in regards 
to Xbox 360 gaming, you'll find plenty of 
information on the forums to answer any 
questions you might have. Whether you're 
having technical difficulties, need game 
hints, or you just want to rave about a game 
you really love, the forums give you an op- 
portunity to share your voice online. CPU 



by Nathan Chandler 
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Communicate 
& Annihilate 

Chat With Your Friends While You Blast Them 



When Microsoft 
developers were 
creating the Xbox 
360, they had a specific pur- 
pose in mind — not only did 
they want to create a world- 
class gaming experience, but 
they wanted to help build a 
strong sense of online com- 
munity. To help further this 
concept, the developers inte- 
grated a plethora of commu- 
nications options to help 
players meet, compete, and 
just plain stay in touch. 

No single feature of the 
Xbox 360 really sums up the 
importance of community 
better than the Guide button 
(the one with the illumi- 
nated green X on the top) on 
the game controller. Press it 
once, and you'll immediately see your 
Friends List and get access to other fea- 
tures designed to help you expand and 
maintain your online social network. 

Let Me Count The Ways 

There are a number of methods you 
can use to communicate with other 
players who use the Xbox Live service. 
You can send text messages, engage in 
text-based chats, or just have a regular 
conversation using the microphone- 
equipped headset. You can talk while you 
and a buddy are playing the same game 
or while the two of you are in completely 
different gaming worlds. 

Voice features vary from game to game, 
as well. You can chat one-on-one in any 
game, and other games let you build a 




team chat to let you coordinate activities or 
harangue other players. Voice communica- 
tions take on a new level of realism in 
games such as Halo 2; if you broadcast a 
voice message in this game, only players 
whose virtual characters are within earshot 
of yours will hear the message. 

Voice chat works differently from 
game to game, but it's generally easy to 
set up. In Ghost Recon, for example, as 
soon as you load a multiplayer session, 
you'll be placed in a lobby area where 
you can automatically hear voice chat 
amongst the various players. Voice chat 
continues throughout the game. You'll 
find that most games work similarly, un- 
less you want to set up a one-on-one pri- 
vate chat, which we'll explain later. 

At the heart of it all. One of the most 
critical and most useful components of the 



Xbox 360's communication system is a 
simple peripheral — the headset. With this 
headset, you can engage voice conversa- 
tions at any time, whether you're playing a 
game or just watching a movie. That 
means you can yell a warning to a team- 
mate as you're playing a fast-paced war 
game, jaw at your opposition, or sit back 
and chat about the weather while you're 
reading text messages from other friends. 
If you haven't used the headset yet, you 
might be conjuring night- 
marish images of a 10-foot- 
long headset cord plugged 
into the box of the game con- 
sole. Fortunately, you can 
plug the headset directly into 
the game controller, which re- 
duces wire clutter. Better yet, 
the headset works with both 
the wired and wireless ver- 
sions of the controller, so if 
you have the wireless con- 
troller, you'll be able to com- 
municate even if you're sitting 
well away from your TV. 

That built-in microphone 
isn't just for communicating 
with other players, though. 
It's also intended to help you 
activate various aspects of 
games that include voice com- 
mand capability — Gears Of 
War, for example, will include 
sequences that recognize voice instructions. 

Chat & More 

With your headset securely connected 
to your controller, you can engage several 
of Xbox Live's best features. You may 
want to start with a private chat. 

When you go online, your Xbox Live 
menu displays several menu options. Select 
Friends, and you'll see a list of the people 
you've designated as friends, along with in- 
formation about the last time these folks 
were online. (If you haven't added any 
Friends yet, see our "The Friends List" 
sidebar.) If one of your friends is currently 
on Xbox Live, you can send a chat request. 

Select the username and then select 
Invite To Private Chat. This will alert your 
friend to your request, and if he feels like 
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The Xbox 360 Headset works with either the wired or 
wireless game controllers and lets you chat (and strategize) 
with players from all over the world. 




talking, he can immediately accept your 
offer, and you can begin speaking. As with 
many cell phones, the chat system on Xbox 
Live has a bit of delay from the time 
someone speaks to the time those words 
reach the recipient. Although this lag 
shouldn't cause any problems while you're 
having a simple conversation, it's some- 
thing to keep in mind when you're making 
split-second decisions on the battlefield. 

If you're up to it, you can start multiple 
voice conversations and jump from chat to 



The Friends List 



chat. Press the Guide button, select Private 
Chat, select one of the four channels, and 
then enter the Gamertag of the person you 
want to invite. Then you can engage 
in multiple conversations as you play a 
DVD or roam from 
game to game. To 
switch from channel 
to channel, press the 
Guide button, 
select Private Chat, and 
you'll see your channel selec- 
tions on your screen. 

Where are you? If your 
friend is offline, you'll have 
to use a different means of 
communication. You can 
send a text message or leave 
a voicemail to give your pal 
some grief about missing 
out on a death match. 

In your Friends list, se- 
lect the Gamer card of the 
person you want to contact 



and select Send Message. If you decide 
you want to send the message to multiple 
people, select Edit Recipients, and put a 
check next to all of the people you want to 
receive your message. If you want to send 
a voice message, select Add Voice, select 
the Record button, and then record audio 
for up to 15 seconds. Select Add Text, and 
then you can use a USB-connected key- 
board to type a quick text message. If you 
want to send a combination voice and text 
message, you can; just create both parts of 
the message and then click Send Message. 
The Xbox 360 will also let you engage 
in video chat with other players. As of 



Private Chat 


3:40 PM 


Chat Channels 

rSjLeiblander 
fym Invite sent 

Channel 2 


Private chat allows one-on-nne 
voice conversations over Xbox 
Live while playing Xbox 3S0 
games, watching DVD movies, or 
using the Xbox Dashboard. 

Use the list of chat channels to 
switch between chat channels 
and to create new private chats. 


Channel 3 


Channel 4 








IGEpE 





You can set up multiple chat channels and 
switch from conversation to conversation 
during game play or idle time. 



Just as in real life, 
making new friends 
on Xbox Live is some- 
times harder than simply 
holding onto the great 
ones you've already 
made. So when you find 
people you really like to 
play with, it's best to keep 
in touch with them, so 
you'll always have a 
buddy around for late- 
night, insomnia-driven 
gaming sessions. That's 
where the Friends List 
comes in handy. 

It's easy to add other 
players to your Friends 
List when you're signed 



in to Xbox Live. On the 
Xbox Live tab of the 
Dashboard, select 
Friends. You can also ac- 
cess the Friends menu on 
Xbox Live and then type 
your friend's Gamer card. 
Then the next time you 
log onto Xbox Live, your 
list will show all of your 
current friends and the 
day they last played. 

Of course, sometimes 
friendships with roots in 
competition go sour, and 
you may have to part 
ways with one of your 
gaming buddies. To re- 
move a friend, access 



your Friends List, select 
the appropriate Gamertag, 
and then select Remove 
Friend. If you'd rather just 
block messages from a 
specific person tem- 
porarily, select Mute in- 
stead, and you'll effec- 
tively block any communi- 
cation from someone who 
is annoying you. And if 
things get out of hand and 
one of your former co- 
horts really is crossing the 
line, select File Complaint 
to make sure Xbox Live 
administrators can ad- 
dress the issue. ▲ 



press time, Microsoft hadn't introduced 
the video camera to make this capability 
a reality. However, by the time you read 
this, video chat should be ready to go and 
just as easy to use as voice chat, although 
you'll obviously have to ante up some 
extra cash for the camera. 

Over & Out 

Whether you have 100 friends or just 
like to heckle unfamiliar opponents from 
across the battlefield, Xbox Live gives you 
plenty of options for communicating with 
other users. Be careful of interaction over- 
load, though, or you'll be too busy chatting 
it up to dodge those live grenades. CPU 

by Nathan Chandler 
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The More 
The Merrier 

Xbox 360 Multiplayer Gaming 




When it comes to consoles, the 
only thing better than playing 
Xbox 360 games is playing 
Xbox 360 games with other people. The 
next time you buy an Xbox 360 game, 
look at the back of the case. Does it sup- 
port multiple players? System Link? How 
about the ultimate feature, Online 
Multiplayer? If you answered "y es " to 
any of those questions, grab the game 
and read on to find out how to get the 
most out of your multiplayer sessions. 

Online With Xbox Live 

There is one main reason Xbox Live is 
the best multiplayer gaming mode you 



can play: volume. The sheer numbers of 
people who use the service mean that you 
can find opponents even if your friends 
are all doing something else. 

Most online multiplayer games use the 
same basic interface, and they all require 
an Xbox Live Gold account. Let's walk 
through the setup of an online session of 
Ghost Recon: Advanced Warfighter. 
This outstanding multiplayer game sup- 
ports anywhere from two to 16 players 
per session over Xbox Live, letting them 
do anything from shooting it out with 
one another to cooperatively completing 
campaign missions. 

When the game loads up, select the 
Multiplayer option and press A. Choose 



Xbox Live, although we'll discuss 
System Link and Local Play later. Sign 
in, press X to edit your character if you 
want to, and press A when you're ready 
to play. Now decide if you want to par- 
ticipate in a Player Match, which 
doesn't affect your overall Xbox Live 
ranking, or a Ranked Match, which 
does. As your ranking rises, Xbox Live's 
TrueSkill technology attempts to match 
you with players who have similar rat- 
ings, so don't hesitate to play ranked 
matches even if you don't know the 
game well. 

On the Live Match screen you can 
select Quick Match to hop into the first 
available game or select Custom Match 
to search for open games that conform 
to your preferences (match type, map, 
etc.). You can also select Create Public 
Match to set up your own game that is 
joinable by anyone on Live or select 
Create Private Match to set up a match 
that is only joinable by friends who you 
invite. To invite people to your private 
match, press the Xbox Guide button in 
the middle of the controller, select 
Friends, select the Gamertag of the 
friend you want to invite, and select 
Invite To Game. Note that if you create 
a game and then leave or turn off your 
360, you will end the game for everyone 
else who is playing, so make sure you're 
available for the long haul. Also keep in 
mind that hosting a game requires a 
much better Internet connection than 
joining a game does. If your connection 
is spotty, reduce the maximum number 
of players allowed in the match or don't 
host games at all. 

Whether you're hosting a game or 
joining one, all you need to do now is 
enter your preferences at the prompts, 
and Live takes care of the rest. After the 
match, you can use the Xbox 360 
Dashboard to submit player reviews to 
Prefer or Avoid other people you've 
played with, so you'll be more or less 
likely to be in matches with them in the 
future. If someone goes completely 
overboard and you feel they've violated 
Xbox Live's Terms Of Service, you can 
also select File Complaint, but don't 
abuse this feature. 
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No Live? No Problem 

Even if you don't have Xbox Live 
Gold, there's plenty of multiplayer 
gaming to be had on the 360. All you 
need is two to four controllers, games 
that support offline multiplayer, and 
some willing victims. 

If your buddies bring over their own 
wireless controllers, remember that they'll 
need to be registered as active devices on 
your 360. To do this, turn on the Xbox 
360 and press the Xbox Guide button in 
the middle of the controller to turn it on. 
Press the Connect button on the front of 
the console (it's the round button next to 
the Memory Unit B slot) and then press 
the small Connect button on the controller 
that is between the LB and RB buttons. 

Load up a game that has a single- 
console multiplayer mode, such as Ghost 
Recon: Advanced Warfighter, and launch 
multiplayer using the instructions in- 
cluded with the game. Most games use 
split-screen mode, where each player is 
assigned a portion of the television 
screen, and running the Xbox 360 using 
a high-definition resolution such as 720p 
or 1080i on a large HDTV is the best 
way to play those games. Other games 
such as Fight Night Round 3 keep both 
players on the same screen at all times, 
making them ideal for play on smaller or 
non-high-definition televisions. 

More Systems = More Fun 

System Link is arguably the best way 
to enjoy Xbox 360 multiplayer action. 
Up to 16 consoles can be linked directly 
together as long as you have the right 
hardware, though not all games support 
that many consoles. Just remember that 
the games you're playing must specifi- 
cally support System Link play (this will 
be noted on the back of the game's box), 
and you'll need a separate copy of each 
game for each console being linked. 

For two systems, connect each console 
to a separate television and connect a 
standard Ethernet cable (such as the one 
that came with your Xbox 360 premium) 
to each console's network port. If you 
have a System Link cable for your original 



Multiplayer Manners 

No matter what online game you 
play, eventually you'll run into 
some jerk who's obnoxious, incompe- 
tent, or who otherwise ruins the game. 
Here's how to avoid being "that dude." 

Look and learn. Most 360 games have 
a spectator mode that lets you watch 
matches instead of playing in them. Stick 
to this mode for your first few sessions, 
especially if you're a latecomer to an on- 
line multiplayer game with an established 
community. If possible, also set up prac- 
tice matches against bots, so you can 
learn the maps, weapons, and other ele- 
ments of the game without messing up 
the fun for your teammates (or getting 
greased so fast you can't figure out how 
to play). Not all games support bot 
matches, but most let you play in 
splitscreen mode or set up a private 
match that will at least let you explore the 
levels and test the weapons. 

Keep quiet. Chatting it up when you're 
in a game with a bunch of people you 
know is one thing. Blabbing about your 
personal life, likes, and dislikes to com- 
plete strangers is unacceptable. Unless 



Xbox, don't use it with the 360. The orig- 
inal Xbox required a special crossover 
cable for System Link play, but the 360 
doesn't. Select System Link in the game's 
Multiplayer menu, and you're set. 

Connecting more than two 360s using 
Ethernet cable requires additional hardware 
called a switched hub. These devices have 
multiple network ports, and you simply 
connect the Ethernet cable from each 360 
into a network port on the hub, and the 
hub automatically takes care of everything 
else. Routers, gateways, and network access 
points all have integrated hubs, so if you 
have one of those devices attached to an ex- 
isting home network, you can use the ports 
for your 360 System Link. 

If each console has an Xbox 360 
Wireless Networking Adapter ($99.99; 
www.microsoft.com ), you can create a 
wireless System Link between up to four 
consoles, which is great if you have TVs 



you want to make yourself a target or get 
kicked from the game, keep thoughts that 
aren't related to the game to yourself. 

Use your headset. The only thing 
worse than talking too much is not 
talking at all. You need to communicate 
with your team to contribute, and you 
need to participate in discussions in the 
lobby, so everyone knows you're ready to 
roll, so keep that headset plugged in. 

Know your modes. Not all games are 
head-to-head slugfests, so pay attention 
to what type of game you're playing be- 
fore blowing stuff up. Team-based 
modes pit your team against another, so 
figure out who your teammates are be- 
fore taking a shot, even if that puts you in 
danger. It's far better to die from enemy 
fire when you're unsure than to slay a 
teammate and get kicked from the ses- 
sion. Some games also have cooperative 
modes where everyone is working to- 
gether to achieve the same goals. 

Play nice. Everyone makes mistakes 
when they're learning a multiplayer game. 
Apologize if you screw up and ignore 
other players who are being annoying. ▲ 



in separate rooms or even on separate 
floors. Hook up the consoles to separate 
TVs, turn them on, and enter the Xbox 
360 Dashboard. Push the stick to the 
right until the System blade is selected, 
select Network Settings, and make sure 
each console is configured to access your 
wireless network. As long as they are con- 
figured properly, System Link should 
work automatically. You can also do this 
with other wireless adapters using the 
adapter's ad-hoc mode, but you'll need to 
refer to the manual that came with the 
hardware for the particulars. 

Unless you're throwing the Xbox 360 
System Link party of the century, you 
don't need to worry about having too 
many wireless controllers in the same area. 
The Xbox 360 can differentiate between 
up to 20 wireless controllers, with each 
system recognizing input only from the 
controllers that are registered to it. 
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Sound Good? 

Only one thing now stands between 
you and the best possible Xbox 360 multi- 
player setup: audio. Every 360 game sup- 
ports 5.1 -channel surround sound, so if 
you have the appropriate setup, be sure to 
connect your 360 to your surround-sound 
hardware using the instruction found in 
this issue's "The Ultimate Setup" article on 
page 32. You'll be amazed at how much 
your score increases when you can hear op- 
ponents sneaking up behind you. 



Don't Forget 
The Classics 



f you transitioned to the 360 from 
an original Xbox, it's likely you have 
a pile of games for the old system 
that you'd still like to play in multi- 
player mode. Fortunately, the Xbox 
360 is backwards-compatible with an 
ever-increasing number of popular 
Xbox games, meaning you can play 
titles such as Halo 2 and Splinter Cell: 
Pandora Tomorrow directly on your 
Xbox 360. If you have an HDTV and 
the Xbox 360 Component HD AV 
Cable ($39.99; www.xbox.com ). you 
get the added benefit of the 360 up- 
converting all of these backwards- 
compatible games to 720p HDTV 
resolution for graphics with smoother 
edges. You can learn more about res- 
olutions in our "The Ultimate Setup" 
article on page 32. 

There are a few downsides to 
backwards-compatibility. You need 
an Xbox 360 Hard Drive ($99.99; 
www.xbox.com ). which is included 
in all premium systems but not in 
Core Systems. Several backwards- 
compatible games also don't run as 
smoothly on the Xbox 360 as they do 
on the Xbox due to hardware incom- 
patibilities, so it's a matter of trial- 
and-error finding games that run 
perfectly. If you don't also have an 
Xbox, it's best to rent or borrow 
Xbox games to test on the Xbox 360 
before committing to a purchase. ▲ 



Also do yourself and everyone else a 
favor and get a headset with a micro- 
phone. Premium systems come with one, 
and they also are available separately from 
Microsoft and third-party manufacturers. 
All Live-enabled Xbox 360 games support 
voice communications, and in most team- 
oriented games, only teammates can hear 
each other, making headsets essential for 
strategizing. Some games such as The 



Outfit take this to a higher level. The 
game includes an item called Wiretap that 
players can purchase like any other piece 
of equipment and lets them eavesdrop on 
enemy voice communications. Every ad- 
vantage counts in multiplayer, and if you 
don't have a headset, you might as well 
play with your eyes closed. CPU 

by Tracy Baker 




Ghost Recon: Advanced Warfighter offers several multiplayer modes. 




Some games such as Project Gotham Racing 3 let you watch other players get their game 
on via Xbox Live's Spectator mode. 



52 www.computerpoweruser.com / Xbox 360 



XBOX ONLINE 



A Match 
Made Online 

Find A Comparable Opponent 




Xbox Live's matchmaking features 
help you find worthy opponents 
during online games. If you're 
tired of playing against opponents that 
are way out of your league, you'll love 
these high-powered tools. 

Match Up 

When you enter a game's online mul- 
tiplayer area, you'll often find a section 
that lets you search via TrueSkill or 
Player Match matchmaking models. If 
the only thing you're looking for in an 
opponent is one who's about as good as 
you, choose the TrueSkill option. This 
feature uses a complicated algorithm to 
determine your ranking, which consists 
of your average skill and the ranking sys- 
tem's knowledge of your true skill. 
TrueSkill matches you with players who 
have similar rankings. 

Your ranking changes (and its accuracy 
increases) as you play more games. Don't 
worry that you'll destroy your ranking by 



losing a bunch of games when you first 
start playing or by having a bad day: 
Microsoft designed TrueSkill to see past 
such problems. 

Keep It Cool 

Of course, sometimes the perfect op- 
ponent isn't just someone who has the 
same skill level. He may be a friend, a 
good sport you've played with in the 
past, or simply someone who shares your 
same outlook on gaming. To that end, 
Xbox Live offers another matchmaking 
tool: Player Match. 

This is where your Gamer card and 
profile will come in handy. Remember 
the Gamer zone you chose when you first 
set up the account? You're more likely to 
encounter someone from the same zone 
when you use Player Match. That's good 
news for parents who selected the Family 
zone when they created a child's account. 

Poor-sport players and tk'ers (team 
killers) won't make many friends on 



Xbox Live. Chances are, you won't run 
across these trouble-mongers often, as 
their victims can affect their Player 
Match characteristics by leaving negative 
feedback. The Player Review feature lets 
you rate your opponent's behavior, 
which means his actions really will have 
consequences. The player's Rep (Rep- 
utation), which appears on his Gamer 
card, lets you quickly see what other 
players think of him. 

You'll also find that you see the people 
on your Friends list more often, as Player 
Match tries to pair you with your bud- 
dies. The more you play, the more you'll 
encounter players that you enjoy playing 
with. If you don't want to clutter your 
Friends list with these players but want to 
play one of them again, mark the player 
as a Preferred player. 

To mark a player as Preferred, navi- 
gate to the Xbox Live blade and then 
select Friends. Next, select the Players 
tab and then select from the list of 
players you've met. Select Submit 
Player Review and then select Prefer 
This Player or Avoid This Player. If you 
select Avoid This Player, you'll need to 
indicate what sort of trouble he caused 
(such as trash talking). 

When Games Go 
Their Own Way 

Some games lack the traditional 
TrueSkill and Player Match features. 
Dead Or Alive 4, a game that pits two 
players against each other in a no-holds- 
barred fighting contest, uses a letter grade 
system to rank players. Thanks to this 
feature, you can specify players who have 
the same letter as you when you create a 
custom fight search. You can also use the 
letters to quickly size up your next oppo- 
nent: A D- player will want to avoid a 
game that has a bunch of B+ players. 
Whether you use TrueSkill or another 
matchmaking feature, keep in mind that 
none of these services are perfect: You're 
going to face better (or worse) players 
from time to time. CPU 

by Joshua Gulick 
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It's Tournament 
Time 

Defeat Online Foes For Fame & Glory 



One of the biggest bene- 
fits of owning an Xbox 
360 is its online play ca- 
pability, where you can to test 
your gaming skills against thou- 
sands of other users at any given 
moment. But if your thirst for 
competition requires that there be 
something at stake, you'll want to 
enter one of Xbox Live's many 
gaming tournaments. 

Tournaments are where Xbox 
360 stars make their claims to 
fame. It's where expert gamers 
pit their skills against people 
from around the world, and the 
winner winds up with ultimate 
bragging rights, and some really 
pricey prizes, to boot. In most 
cases, all you need to join a tour- 
nament is an Xbox 360, an Xbox 
Live Gold membership, a copy of the 
game you want to play, and of course, 
high-speed Internet access. 

If you don't already have an Xbox Live 
Gold membership ($49.99 for a 12- 
month subscription), you'll need one be- 
fore you can hit the tournament scene. 
You don't need a credit card to subscribe. 
Instead, you can sign up for your mem- 
bership at any participating retail store. 

Tourney Madness 

You can't join a tournament if you 
don't know about it. Microsoft makes it 
pretty easy to keep tabs on tournament 
opportunities because in many cases 
you'll see ads for sessions displayed 
when you log on to Xbox Live. If you're 
more proactive, just keep an eye on 
the Xbox news page ( www.xbox.com 




/en-US/community/news ), where Micro- 
soft frequently posts listings for up- 
coming events. You can also check the 
games forums for rumors on upcoming 
tournaments, but don't get your hopes 
up until you see the official word from 
Microsoft. The process for signing up 
will be a little different for every tour- 
nament, but you'll find instructions on 
Xbox News. 

Tournaments are set up differently 
depending on the game. For example, 
one recent tournament featured Burn- 
out Revenge, a so-called "battle racing" 
game. The tournament lasted for three 
weeks and was fittingly called 21 Days 
Of Carnage. For each hour of the tour- 
nament, the player with the highest 
score won a Burnout Revenge Plantron- 
ics headset worth about $50, meaning 
that 336 people won the product by the 



end of the event. Each of these winners 
was also entered into the grand prize 
drawing for a $2,000 Monster THX 5.1 
speaker system. There were 10 second- 
place winners who took home brand- 
new notebook PCs, as well as three 
runners-up prizes. 

You'll find tournaments hosted on 
other sites, as well. For example, 2K 
Sports invited all NBA 2K6 players over 
the age of 13 to a tournament 
that supported both the Xbox 
and Xbox 360 platforms. Users 
created accounts at the 2K Sports 
Web site ( www.2ksports.com ) 
and then entered some personal 
information about themselves to 
confirm their entry. Players then 
participated in a lottery to deter- 
mine which virtual team they'd 
get to guide through the playoffs. 
Much like the NBA playoffs, 
there were several elimination 
rounds to the tournament, with 
the ultimate champion receiving 
a grand prize including a game li- 
brary, two wireless game con- 
trollers, a subscription to Xbox 
Live, and more. 

Keep in mind that tournament 
rules may vary depending on the 
company hosting the competi- 
tion. As of press time, very few 
next-generation tournaments had been 
played, but Microsoft promised plenty 
of upcoming events, complete with 
massive numbers of new features, im- 
proved online game play, and extra cus- 
tomization to make for a completely 
interactive tournament experience. 

Lock & Load 

Even if tournaments are still rare by 
the time you read this, you can spend 
your time sharpening your skills so that 
you're ready for the next opportunity. 
Then you'll be prepared to conquer the 
online gaming world and maybe even 
win a few groovy prizes, too. CPU 

by Nathan Chandler 
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Xbox 360 

Player 

Feedback 

Rate Your Xbox Mates 



One of the new features of the 
Xbox 360 and Xbox Live is the 
ability for players to post feed- 
back on each other. In addition to letting 
players report poor or unsportsmanlike be- 
havior they encounter while online, the 
feedback you submit and receive can in- 
crease or decrease the chances of being 
matched up with a particular player by the 
Xbox Live matchmaking service, which au- 
tomatically connects you to online games 
with other players of similar skill levels. 

For example, if you post positive feed- 
back on another player, the Xbox Live 
matchmaking system will be more likely 
to match you up with that person again. 
Conversely, when you post negative feed- 
back on someone, you're much less likely 
to encounter them in future games. 

In order to control matchmaking out- 
comes, it's obviously necessary for the 
Xbox Live system to track the feedback 
players leave for each other, but players 
can only view their feedback anony- 
mously and in aggregate. Whether feed- 
back received is positive or negative, a 
recipient can't trace it back to the person 
who sent it. 

How To Leave Feedback 

You can leave feedback for other 
players while in a game or later on from 
the Xbox 360 Dashboard. Press the con- 
troller's Guide button and then go to the 
Community section and select Players 
(the controller icon). This will present a 



list of the last 25 
people you played 
any online game with, 
starting with the most re- 
cent. To post feedback for a 
particular person, highlight a Gamer- 
tag from the list and press X. (Another 
option is to select that Gamertag with 
the A button and choose Submit Play- 
er Review.) 

To submit positive feedback, select 
Refer This Player, and you'll immediately 
submit a favorable review for that person. 
If you want to post negative feedback, se- 
lect Avoid This Player. Note that before 
you can submit negative feedback, a se- 
ries of screens will ask you to provide 
more specific reasons why you don't 
want to play with that person again. If 
your opinion of a player should change 
after you post feedback, you can submit 
new feedback at any time. 

Check Your Rep 

The rating created from all the feed- 
back a player receives is called his or her 
"Rep," which is measured on a five-star 
scale, with five stars being the highest Rep 
level you can achieve. (All players start out 
with three stars out of five.) Generally 
speaking, the more positive feedback a 
player gets, the better his or her Rep, and 
vice-versa. Your current Rep is always dis- 
played on your Gamer card, which can be 
found on the Xbox Live, Games, and 
Media tabs of the Xbox 360 Dashboard. 




To check the details of your own Rep, 
select your Gamer card and then select 
View Rep, and you'll see the percentage 
of players who submitted feedback that 
either preferred to play with you or pre- 
ferred to avoid playing with you, as well 
as a breakdown of how you were rated in 
any negative categories (language, un- 
sporting, quit early, etc.) 

Feedback vs. Complaints 

The Xbox Live feedback system can 
make playing games more enjoyable by 
matching players according to their atti- 
tudes and playing style, as well as game 
experience and skill. However, if you ever 
encounter behavior that's truly inappro- 
priate, offensive, or obscene while playing 
a game (if you're not sure, check the Xbox 
Live Code of Conduct at www. xbox 
.com/en~US/live/codeofconduct.htm ), 
you should consider filing a complaint 
on that player. To file a complaint, high- 
light a player's Gamertag and select it as 
described earlier, then choose File 
Complaint. You can also post negative 
feedback as well so that you won't en- 
counter that player online again. CPU 

by Joseph Moran 
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The Xbox 
Marketplace 

Welcome To The World Of The Bazaar 



In the realm of Xbox Live, the Market- 
place is sort of like its version of 
Apple's iTunes ... a self-contained 
sample-and-shop area that you access 
only through your game console. You 
can navigate to the Marketplace directly 
from the Xbox Live blade of the Dash- 
board. Step through its virtual doors, and 
you can snap up all kinds of download- 
able content — some free, some not — plus 
check out game demos and promotional 
sneak previews, and more. 

As we've covered earlier in this issue, 
Xbox Live memberships come in two 
precious-metal-coded tiers: A Silver 
membership is free with each spanking- 
new Xbox 360, and Gold is a premium 
subscription membership. Both levels 
are welcome in the Marketplace, so 
have no fear that the entrance is 
guarded by some hulking bouncer with 
bazookas for forearms. 

While Gold members have 
access to Xbox Live features 
and content that Silver mem- 
bers don't, in the Xbox Live 
Marketplace, it's more egali- 
tarian. About the only differ- 
ence in membership perks 
here is that Gold members 
get the first crack at down- 
loading popular new game 
content. If you're Silver and 
you're sticking with it, pa- 
tience is a virtue — eventually 
you, too, will have access to 
nearly all of the same swag. 

Still, it wouldn't be much 
of a marketplace without 
transactions going on, so if 
you're in acquisition mode 
you've come to the right 



place. However, the local 
economy isn't based on cash 
... at least not directly. 
Similar to a science fiction 
show like "Firefly," whose 
Core World economy uses 
credits, Xbox Marketplace 
transactions use Points. What- 
ever isn't a freebie will cost 
you Microsoft Points, rather 
than cash. To learn more about 
Points, see the article "Microsoft 
Points" on page 60. 

On The Virtual Shelves 

After you've swaggered through the 
doors of the Marketplace, what awaits 
you is accessible through the tabs run- 
ning down the left side of the Dash- 
board. Some of these are for account 
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In the Xbox Live Marketplace, you can expand and customize your 
games and Dashboard graphics, evaluate games before buying them 
check out new trailers, and more. 



maintenance and banking your Points. 
There's also a Download History option 
that could prove helpful. Because the 
Marketplace keeps track of your down- 
loads, if your Xbox 360 ever suffers a 
hard drive failure, you can easily retrieve 
what you lost after you're 
up and running again. 

But first you have to get 
the goods, and Market- 
place items fall under three 
general categories: 

Customization and ex- 
pansion. These are the 
add-ons that keep your 
gaming experience fresh. 
With new themes, you can 
alter the look of the Dash- 
board. With a new Gamer 
picture, you can change 
the personality you convey 
on your Gamer card (your 
user ID displayed on Xbox 
Live, also known as a 
Gamertag). Tired of ap- 
pearing as an Old West 
outlaw (GUN) and feel 
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like adopting a rotting zombie look 
(Dead Rising) for a change? Here's 
where to re-engineer your DNA. 

Then there's all the additional content 
for your games that broadens their out- 
of-the-box parameters — from new maps 
and scenarios to additional characters and 
racing vehicles to new soundtrack music 
and sound effects. For instance, you can 
get six-packs of new cars for Ridge Racer 
6, and they won't cost you a thing, while 
100 Points will amp up Crystal Quest to 
Crystal Quest Extreme. 

Demos and trailers. Because games 
aren't exactly cheap, if you buy some- 
thing that doesn't light your fire after all, 
it's not as easy to brush this off as, say, a 
CD with only one good song. If you live 
close to a Blockbuster store, you might 
be able to rent a title for a few days to 
evaluate it, but the Marketplace gives you 
a free alternative by letting you pipeline 
playable demos to your Xbox's hard 
drive. That way, if you're used to van- 
quishing your enemies with superior fire- 
power, you can gauge how much you'll 
enjoy a totally different kind of action, 
such as boxing Muhammad Ali in Fight 
Night Round 3. 

For a faster but noninteractive way to 
check out a game, you can view its 
trailer, the same as you might judge your 
interest in a movie by its coming attrac- 
tions. In fact, these game trailers borrow 
Hollywood production techniques — 
pounding music, adrenaline-pumping 
highlight clips, and hyperactive edit- 
ing — so expertly that you might think 
you were watching the previews of an 
animated movie. 

Speaking of movies, the Marketplace 
also features cinematic trailers . . . often 
in high definition, if you have an 
HDTV. Rounding out the offerings, you 
can also find such one-offs as interviews 
with game developers. 

The Arcade. Also falling under the tent 
of the Marketplace is the hugely popular 
Arcade, where you can try and buy 
smaller, simpler games, classic retro titles, 
and so on. This is the place where even 
professed nongamers in a household have 
found themselves hooked. The Arcade is 
too extensive to cover here, though, so for 



a more in-depth look, check out "Micro- 
soft Co-Opts The Coin-Ops", the article 
immediately following this one. 

Download To Your 
Heart's Desire 

A typical Marketplace transaction is a 
simple affair and is aided by the Xbox's 
ability to remember everything you've 
already played. 

To go shopping, start on the Market- 
place's main screen, use the Xbox con- 
troller's D-pad to select the Game 
Downloads tab, and then click the A but- 
ton. This will give you access to a pair of 
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You'll pay for your Marketplace purchases 
with Microsoft Points instead of cash. You 
can deposit Points in your user account 
by buying them on-screen through your 
console or by inputting the exclusive 
numbers on cards available at retail 
outlets. Now you know what to hint for 
when your next birthday rolls around. 



tabbed lists: your own games (the de- 
fault) and all games. Press down on the 
D-pad to navigate to the game you're 
looking for and then click the A button. 

Now you'll see a list of the game's 
downloadable content — updates, demos, 
trailers, themes, etc. Use the D-pad to 



choose the item you want to download 
and press the A button. This will call up 
the price in Microsoft Points, as well as 
any pertinent information about the 
item. Move to the Confirm tab and press 
A, which will initiate the download to 
your hard drive and deduct the Points 
from your account. 

Once it's on your hard drive, new 
game content will auto-install, so you 
shouldn't need to give it another 
thought. Just enjoy it the next time you 
launch the game. 

But what about smaller items you've 
downloaded — Gamer pictures, themes, 
and so on? You can go straight to your 
Arcade downloads through the Games 
blade. And to change your Gamer pic- 
ture, for instance, use the System blade's 
Console Settings tab. 

Also, the Xbox consolidates down- 
loads into a single area, so items are 
easy to find. On the Dashboard, press 
the D-pad right until you're at the 
System blade. Now navigate down to 
the Memory tab and press the A but- 
ton. You can opt to locate items on all 
your connected devices or just the hard 
drive. Choose the hard drive and press 
A, and you'll see a categorical list for 
games, Gamer profiles, and various 
types of downloads. Choose the cate- 
gory you want with the D-pad, press A, 
and you should spot the download 
you're looking for. 

Stay On Point 

With the Marketplace, Microsoft has 
taken the already vast world of Xbox 
Live and made it even bigger. It can 
help keep your games from going stale, 
introduce you to new challenges, and 
when it starts carrying user-created con- 
tent, its horizons have the potential to 
widen exponentially. 

Pay it a visit, and you may find the 
Marketplace the most indispensable gam- 
ing tool since opposable thumbs. CPU 

by Brian Hodge 
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Microsoft 
Co-Oots The 
Coin- 



The Xbox 360's Live Arcade 




Arcade, and then press the A button. 
The main XLA menu displays My 
Arcade Games, Download Games, and 
the Last Played Game options. To 
browse the available XLA games, high- 
light Download Games and press A. 
The following screen displays the six 



The arcade is dead. OK, so you 
can still find public gaming es- 
tablishments packed with ma- 
chines that will greedily gobble 
quarters four-at-a-time in exchange for 
a few minutes of light gun blasting, 
forced-feedback racing, and fast-footed 
dancing. But consoles have arguably 
contributed to the decline of the arcade 
since its early '80s heyday. With the 
XLA (Xbox Live Arcade), the Xbox 
360 adds another nail to the coffin. 
The XLA is a built-in feature of Xbox 
Live that lets you browse, try out, and 
buy cheaper, simpler games that appeal 
to a broad range of gamers. 

The XLA was initially available on 
the original Xbox but required a boot 
disk to access the online games and 
even play games you had already down- 
loaded. For the Xbox 360, Microsoft 
completely revamped and overhauled 
the XLA for the next generation. Like 
the arcades of yesteryear, the XLA of- 
fers a range of easily accessible games 
that generally emphasize fun over story. 
Microsoft's stated goal for the XLA is 
to hook casual gamers who 're less likely 
to devote hours on end to playing 
deep, involved games. Despite this, the 
XLA has plenty of appeal for hardcore 
gamers, as well. The XLA currently 
consists of a regularly updated library 
of classic, puzzle, card, action, and 
board games. 

Every XLA game available on the 
Xbox 360 supports high-definition 



output and lets 
you download 
game demos, so 
you can try out 
the game before 
you make the 
purchase. Each 
game also sup- 
ports the Xbox 
360's Achieve- 
ment system that 

lets you earn points for accomplishing 
various tasks in the game. Each XLA 
game has 200 achievement points that 
you can earn to add to your Xbox 360 
Gamerscore. For more information on 
Gamerscores, see "Get your Game Face 
On" on page 43. Each XLA game also 
features a leaderboard that ranks you 
against other XLA players and the 
custom soundtracks feature, which lets 
you listen to your own music while 
playing. Most XLA games let you play 
others via Xbox Live, in cooperative or 
competitive modes. 

Build Your Own Arcade 

All you'll need to start enjoying the 
XLA is an Xbox Live Silver (free) or 
Gold ($50 per year) account, a broad- 
band Internet connection, and a 
healthy affection for having fun. 

To access the XLA, turn on your 
Xbox 360, use the controller's left joy- 
stick to navigate to the Games screen, 
press down to highlight Xbox Live 




game categories, including Action, 
Card And Board, Coin-Op Classics, 
Puzzle And Word, Social Sports, and 
Strategy And Sims. Highlight a cate- 
gory and press A to see the games cur- 
rently available. 

When you've found a game you'd 
like to try, simply highlight it from the 
list and press A. The download menu 
slides out from the left side of the screen 
and displays various information, in- 
cluding your current Microsoft Point 
balance, how many Microsoft Points the 
full game costs, and a brief description 
of the game. Microsoft Points are the 
standard currency used to make pur- 
chases on the Xbox Live Marketplace, 
and they cost 5 cents for every four 
points. (For more information on 
Microsoft Points, see "Microsoft Points" 
on page 60.) Select the Trial Game op- 
tion from this menu and then press A. 
Press A again with the Confirm 
Download option highlighted. You can 
expect to wait between one and five 
minutes for the download to complete, 
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depending on your con- 
nection speed and the size 
of the XLA game. 

To initiate an XLA 
purchase, simply highlight 
the Full Game option, 
press A, and then press A 
again with the Confirm 
Download option high- 
lighted. Games typically 
cost as few as 400 to as 
much as 1,200 Microsoft 
Points. This is assuming 
you have enough Micro- 
soft Points to cover the 
transaction. To purchase 
Microsoft Points, sim- 
ply press X on the same 
screen you use to down- 
load XLA games, select an 
increment, press A, and 
then press A again on the 
Confirm Purchase option. 
Within each trial game 
you'll also have the option 
to buy the full version. 

Pocket Arcade 
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Xbox Live Arcade 



Explore and enjoy a collection 
of simple, fun games. New 
titles are always being added 
so check back often. 




Access the Xbox Live Arcade from the Games screen. 



Xbox Live Arcade 




XBOXUVS 



-Jrj.s 



f 



My Arcade Games 



\? 



Download Games 



Last Played Game; 
i Hardwood Backgammon 



Download Games 

Choose from a variety of 
games, incLuding arcade 
classics, puzzles, board 
games, and more. You can try 
out all games for free! 



In 



Every XLA game you 
purchase is tied to your 
Gamertag and to your 
Xbox 360 console. This 
means that you can play any of the 
XLA games that you purchase on your 
Xbox 360 console, regardless of the 
profile you're signed in to. If someone 
else uses your Xbox 360, he or she will 
be able to play the game and gain 
achievements independent of your 
profile. You can also copy the XLA 
game to a Memory Unit, take it to a 
friend's house, and log on to Xbox 
Live to play the game. Other profiles 
on your friend's Xbox 360 won't have 
access to the game, and when you head 
home, your friend is left with the free 
trial of the game rather than the un- 
locked version. 

To copy an Xbox Live Arcade game 
to your Memory Unit, navigate to the 
System screen, select Memory, press A, 
select Hard Drive, press A, highlight 
Games, press A, choose your profile, 



Highlight the Download Games option and press A to see the currently 
available selection of games you can download. 



press A, highlight the game you want 
to take with you, press Y, highlight 
the Copy option, press A, select your 
Memory Unit from the Select A De- 
vice menu, and then press A. 

If you happen to accidentally delete 
one of the XLA games you've pur- 
chased, don't worry. Because the XLA 
game is tied to your Gamertag, you can 
download it again and access the un- 
locked game without missing a beat. 

The XLA Games 

As we went to press, there were 18 
XLA games available for download and 
purchase, including Wik: Fable of 
Souls, Zuma Deluxe, Hexic HD, 
Geometry Wars Evolved, Joust, 
Gauntlet, Smash TV, Robotron: 2084, 
Outpost Kaloki X, Mutant Storm 



Reloaded, Hardwood 
Spades, Crystal Quest, 
Jewel Quest, Marble 
Blast Ultra, Bejeweled 2, 
and Bankshot Billiards 
2. Feeding Frenzy and 
Astro Pop were listed on 
the XLA Web site but 
weren't yet available for 
download when we went 
to press. 

Despite Microsoft's 
strong lineup of XLA 
games, Xbox 360 owners 
can expect even more 
great games to be added 
to the XLA in the near 
future. Greg Canessa, the 
XLA Group Manager, 
has said that Microsoft 
plans to release about 
three games per month 
and expects to have more 
than 35 games in the 
XLA by this summer. 
Microsoft is also plan- 
ning on offering a hand- 
ful of "sponsored games," 
which will be free to 
download and use. The 
first sponsored XLA 
game will be Texas Hold 
'Em Poker, presented by 
the online casino River Belle. You 
should be able to download Texas Hold 
'Em Poker by the time you read this. 
Midway Games recently announced 
that it would supplement its current 
Xbox Live Arcade lineup with five more 
classics, including Root Beer Tapper, 
Defender, Paperboy, Cyberball, and 
Ultimate Mortal Kombat 3. Capcom's 
Street Fighter II: Hyper Fighting 
should also be available by the time you 
read this. 

The XLA has something for every- 
body, whether you're the type who 
likes to play Solitaire for a quick es- 
cape, or you're the old-school gamer 
with fond memories of holding the top 
score on your local pizza joint's Space 
Invaders machine. CPU 

by Andrew Leibman 
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Microsoft 
Points 

The Currency Of The Xbox Live Marketplace 



Xbox Live users can buy a variety of 
add-ons through the Xbox Live 
Marketplace, which accepts a spe- 
cial type of currency called Microsoft 
Points rather than dollars, Euros, pounds, 
or other international currency. 

Basic Points 

There are many ways to buy Microsoft 
Points. You can use your credit card to 
buy them through the Xbox Live Market- 
place. For more information about the 
Live Marketplace, see "The Xbox Market- 
place" on page 56. You can also buy 
Points through gift cards at retail stores. 
These gift cards come with a set number 
of Points that you can redeem in the Live 
Marketplace. A Points gift card also comes 
with the Xbox Live Gold Pack. 

Once you have some Points, you'll 
find many items on which you can spend 
them. For example, in the Live Market- 
place, you can buy demos, trailers, skins, 
game content (such as weapons and 
skills), and Xbox Live Arcade games. 

To The Point 

Microsoft's virtual currency provides 
benefits as well as drawbacks compared to 
traditional payment methods, such as 
credit card. We'll start by looking at some 
of the positive aspects of using Points. 

First, you don't need a credit card to 
buy items in the Live Marketplace. 
Because you must pay with Points, you 
can shop in the Live Marketplace, even if 
you don't own a credit card. Also, parents 
can provide their kids with a certain 
number of Points that they can spend. In 
this way, parents can limit children's 



spending and keep credit card numbers 
away from their kids, eliminating the like- 
lihood of unauthorized online purchases. 

Another benefit to Points is that users 
don't need to worry about minimum 
spending totals as they would when paying 
by credit card. Generally, when you use a 
credit card, you have to spend a minimum 
amount. When you shop with Points, you 
can spend very small amounts, using only a 
few Points at a time to buy small items, 
such as new weapons for games. 

Negative Points 

Although there are many ways in which 
Points are convenient, they do also have 
their drawbacks. First, Microsoft Points are 
not an optional form of currency in the 
Xbox Live Marketplace. They are the only 
accepted means of payment. You cannot 
charge items to your credit card, use 
PayPal, or make other types of payments. 




Also, it's easy 
to lose track of how 
much money you're spending 
when using Points instead of stan- 
dard currency. To avoid overspending, re- 
member the approximate value of a 
Microsoft Point. For more information 
about the real cost of Microsoft Points, see 
the "Currency Conversion" sidebar that 
accompanies this article. 

Point-By-Point Summary 

Although there are both pros and cons 
to using Microsoft Points, the fact is that 
you must use Points if you want to buy any 
game add-ons, demos, or other items from 
the Live Marketplace. By keeping your ac- 
count stocked with a collection of Points, 
you can visit the Live Marketplace and pay 
for any items you want to buy. CPU 

by Kylee Dickey 



Currency Conversion 

t's best to have a general idea of how much Microsoft Points cost and how much 
you spend when you buy items in the Xbox Live Marketplace. The following chart 
summarizes the cost for various sets of Microsoft Points. It also shows how much 
you'll pay for Microsoft Points when you buy retail gift cards instead of paying for 
Microsoft Points online. 





Price At The Xbox 
Live Marketplace 


Price At Retail 


500 points 


$6.25 


N/A 


1,000 points 


$12.50 


N/A 


1,600 points 


N/A 


$19.99 + sales tax 


2,000 points 


$25 


N/A 


5,000 points 


$62.50 


N/A 


Price per Point 


1.25 cents 


1 .25 cents + sales tax 
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Xbox Live 
Diamond Card 



Discounts In The Rough 



You have your Xbox 360, and 
you've signed up for an Xbox Live 
Gold account to play your games 
online, compare your Gamerscore and 
Achievements to those of your friends, 
and chat with fellow gamers from 
around the world. As if that wasn't 
enough, Microsoft is throwing a new 
benefit your way in the form of the 
Xbox Live Diamond card. Best of all, 
it won't cost you a penny. 

Offline Offer 

Think of the Xbox Live Diamond card 
as the offline manifestation of your online 
Gamer card. Typically, when you register 
for any run-of-the-mill discount card, it's 
emblazoned with your parent-approved 
real-world name. Not so with the 
Diamond card. This card displays your 
Gamertag instead, marrying your gaming 
persona with your offline spending habits. 
The Diamond card is a discount card that 
gives you special deals and discounts at a 
variety of restaurants and retail outlets. 
According to Microsoft, the purpose of 
the Diamond card is to reward you, loyal 
Xbox Live subscriber, with discounts on 
the stuff you probably already buy. 

To get started, visit www.xboxlive 
diamond.com and sign up for the Dia- 
mond card. When you get the card in the 
mail, return to www.xboxlivediamond 
.com to see a list of discounts and retailers. 
As we went to press, Microsoft hadn't re- 
leased a list of participating retailers but 
promised special offers from Barnes & 
Noble.com, Sam Goody, Costco, Timber- 
land, McDonald's, and more. 

To use the Diamond card, you'll need 
to print off coupons or copy down special 




checkout codes for online purchases (avail- 
able on www.xboxlivediamond.com ). 
When shopping online, enter the appro- 
priate checkout code to get the discount. 
When shopping in person, simply present 
the coupon along with your Diamond 
card. The cashier then scans the coupon to 
ring up the discount. The Diamond card 
is free to current Xbox Live members and 
is good for 12 months at a time. 

Sign Me Up 

As we went to press, the Xbox Live 
Diamond card was only available to U.S. 
residents who have an active annual sub- 
scription to Xbox Live or who have paid 
for Xbox Live for 12 consecutive months. 
To get started visit www.xboxlivedia 
mond.com , enter your Gamertag in the 
text box, and click Go. The four-stage 
registration process should take less than 
10 minutes to complete. On the fol- 
lowing pages you can view Terms and 



Conditions, fill out the text boxes with 
your personal information, and grant 
Microsoft permission to send you news 
on games, releases, downloadable demos, 
trailers, and other promotions. The regis- 
tration process also asks you for a handful 
of optional information, such as your 
Web preferences and gaming habits. 
When you're finished, check your email 
for a Registration Confirmation message. 

According to the Web site, you should 

receive your Diamond card within six to 

eight weeks. Now you just have to get 

used to cashiers chuckling whenever you 

hand over your Diamond card embossed 

with your ill-advised Gamertag. CPU 

by Andrew Leibman 



Bonus! 



So you've signed up for the Xbox 
Live Diamond card and are ea- 
gerly awaiting the nifty piece of plastic 
proving that you're part of the online 
gaming in-crowd. But what does it ac- 
tually get you besides the envy of your 
goggle-eyed gaming buddies? 

As we went to press, the promo- 
tion hadn't launched yet but should 
be available by the time you read 
this. Simply flash your Xbox Live 
Diamond card along with the associ- 
ated printable coupon or checkout 
code (both of which can be obtained 

from www.xboxlivediamond.com ) to 

get these sweet deals: 

• Two-for-the-price-of-one subs at 
Quiznos 

• Two-for-the-price-of-one sand- 
wiches at Carl's Jr. and Hardee's 

• Two-for-the-price-of-one game or 
video rentals at Hollywood Video 

• 20% off Etnies footwear and ap- 
parel 

• 15% off Cambridge Soundworks 
audio equipment 

• 10% off online purchases at 
Target.com 

• 1 0% off DVDs and CDs at Sam- 
Goody.com 



Reference Series / Xbox 360 61 



TROUBLESHOOTING 



Xbox 360 
Technical Support 



Troubleshoot Your Xbox 360 



Problems can occur whether 
you've just unpacked your 
Xbox 360 for the first time 
or you've been using the 
console for a while. If at 
any point you encounter one of the prob- 
lems listed here, try our solution for the 
problem before contacting Microsoft. 

If the problem persists or the problem 
isn't listed here, do not attempt to repair 
your Xbox 360 by opening or otherwise 
tinkering with the console, power sup- 
ply, or other accessories. Any unwar- 
ranted tampering can result in personal 
injury and will void your warranty. For 
additional support, visit www.xbox.com 
/support . You can get access to Micro- 
soft's technical support by visiting sup 
port.xbox.com/eform.aspx , clicking the 
appropriate link from the Standard 
Services box, and then clicking the 
Interactive Chat Support, E-mail Sup- 
port, or Phone Support button depending 
on your preferred method of support. If 
you're located in the United States or 
Canada, you can call (800) 4MY-XBOX 
([800] 469-9269) for telephone support. 
International users will need to direct dial 
the United States at (425) 635-7180. You 
can call seven days a week between 6 a.m. 
and 10 p.m. Pacific. 

Basic Troubleshooting 

Problem: Your Xbox 360 console isn't 
getting power. 

Solution: Check to make sure the 
power supply is plugged into a working 
three-prong outlet and the power supply 
is plugged into the Xbox 360 console. 



When the console is on, between 
one and four quadrants 
of the Ring of Light 
should be green. 




Check all connections to make sure they 
are properly connected. You should see 
a green light on the power supply when 
it's working properly. 

ilGITi: You get no picture on your 
TV despite powering on your Xbox 360 
console and TV. 

Solution: Make sure you plugged the ap- 
propriate A/V cables into their respective 
ports on your TV or VCR. (See Xbox 
360 manual.) Make sure you select the 
proper input source on your TV. (See in- 
structions for your TV or VCR.) Some 



popular names for the input source in- 
clude AUX, Line In, Input Select, Video, 
Source, and EXT. 

Problem: Your Xbox 360 is connected 
to your audio system or TV but produces 
no audio or sounds less than adequate. 
Solution: Make sure you plugged the 
appropriate A/V cables into their respec- 
tive ports on your audio system or TV. 
The Xbox 360's analog audio cables are 
red and white, which correspond to the 
same-colored left and right audio ports 
of your TV or audio system. You may 
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The Ring of Light flashes between one and four red quadrants when there is an error. 



need to select the proper input source 
on your audio system, commonly re- 
ferred to as AUX or Line In. (See in- 
structions for your audio system.) To set 
your Xbox to the appropriate audio 
output, access the System tab of the 
main menu, highlight Console Settings, 
and then press A. Press the D-pad down 
once to highlight Audio and press A 
again. Select Dolby Pro Logic II from 
this page if your sound system sup- 
ports it or select Mono for monaural 
TVs. Press A to set the appropriate 
output signal. 

If you're using digital audio, make 
sure the digital audio cable from your 
Xbox 360 is plugged into a digital input 
of your receiver and your receiver is set 
to the proper input source. (See instruc- 
tions for your audio system.) Next, 
check to make sure the Xbox is set to 
output the proper audio signal. Select 
Digital Output from the Xbox 360's 
main Audio menu and then press A. You 
can only take advantage of digital au- 
dio output if you have an Xbox 360 
Component HD, Advanced SCART (for 
European TVs), S-Video, or VGA HD 
AV Cable. In addition, you'll need a dig- 
ital optical audio cable (sold separately). 
There are three options in the Digital 
Output menu, including Digital Stereo, 
Dolby Digital 5.1, and Dolby Digital 
with WMA Pro (a 6-channel Windows 
Media Audio file format). Highlight the 
option that best corresponds to your 
audio equipment and then press A. 



Problem: Your Xbox 360's disc tray 
doesn't open when you press the Eject 
button or when you select the Open Tray 
option from the console's menu. 
Solution: The Xbox 360's removable 
faceplate may not be properly attached, 
effectively blocking the tray from 
sliding open. Check the faceplate. If 
you're unpacking your Xbox 360 for 
the first time, make sure you remove 
the transparent adhesive strip covering 
the disc drive tray and Eject button. If 
you improperly inserted a disc or if it 
was jarred from its proper position, 
then the disc drive tray may not open. 
With the power off, orient the Xbox 
360 horizontally, power the system on, 
and then try to eject the disc again. If 
this doesn't work, contact the Xbox 
360's customer support. 

To manually eject the disc tray, start 
by turning the console off and re- 
moving the memory units and attached 
controllers. Next, remove the console's 
faceplate by pulling at the notch at the 
far right of the faceplate (with the con- 
sole oriented horizontally). Make sure 
you brace the console, so you don't 
drop or damage it. Next insert a 
straightened paper-clip or stiff wire into 
the manual eject hole below the disc 
drive tray. Depending on your Xbox, 
the hole may be 1 inch from the right 
side of the tray, 1.5 inches from the left 
side of the tray, or the first hole from 
the left side of the tray. Releasing the 
mechanism will pop the disc tray out a 



little, letting you pull it all the way 
open to retrieve your disc. 

Problem: A game, DVD movie, audio 
CD, or photo CD fails to play on your 
Xbox 360. 

Solution: If your Xbox 360 doesn't play 
an audio CD, DVD movie, photo CD, 
or Xbox 360 game, then make sure the 
disc is inserted properly, with the label 
side facing up (or facing to the right if 
your console is oriented vertically). The 
console also plays a select number of 
backward-compatible games created for 
the original Xbox. As long as the game is 
backward compatible and you have 
downloaded the appropriate software 
emulator to your hard drive, the games 
should play. For more information 
about backward compatibility, see 
"Playing Original Xbox Games" on page 
109. The console also plays a handful of 
music and video formats recorded to 
disc, but if you're using an unsupported 
format, then the media will not play. 
Refer to the article "Make Your Media 
Work" on page 72 for more information 
and compatible formats. 

D roblem: Your Xbox 360 Wireless 
Controller fails to turn on or connect to 
your Xbox 360 when you press and hold 
the controller's Guide button. 
Solution: If the lights surrounding the 
Guide button don't appear, make sure 
you have fresh batteries or a fully 
charged battery pack in the controller. If 
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you're adding a wireless controller, press 
and hold the Guide button until the 
lights on the controller begin to spin. 
Make sure the console is powered on, 
press the Connect button on the console 
(located to the right of the Memory 
Unit B slot), and then press the 
Connect button on the controller (lo- 
cated on the top-left side of the con- 
troller). The lights should stop spinning 
with one of the four quadrants re- 
maining lit to indicate the controller's 
position. For instance, if the top-left 
quadrant remains lit, then this is the pri- 
mary controller, while all other quad- 
rants indicate secondary controllers. 

If the lights on the controller spin for 
more than 15 seconds, try one or all of 
the following. Move closer to the con- 
sole. Large metal objects may interfere 
with the Xbox 360's wireless communi- 
cation, so remove them from the gen- 
eral vicinity of the console and the 
controller. For similar reasons, make 
sure you don't have any metallic 
stickers or items attached to the console 
or controller. You may also need to 
move the console away from walls. 
Make sure the front of the console is 
facing the controller and free of ob- 
structions. Some electronic devices may 
also interfere with the console or con- 
troller's ability to communicate, so keep 
microwaves, cellular phones, cordless 



phones, wireless LANs, wireless video 
transmitters, and Bluetooth headsets 
away from the console and controller 
while troubleshooting. 

Problem: Your Xbox 360 Headset isn't 
transmitting sound or allowing you to 
speak to people on Xbox Live. 
Solution: First, ensure that the headset's 
connector is plugged securely into the 
bottom of the controller. Check to make 
sure the volume is turned up and that the 
Mute switch on the headset's plug isn't 
in the mute position. Next, make sure 
your console is set up to allow you to use 
your headset. Press the Guide button, 
highlight Personal Settings, press A, 
highlight Voice, and then press A to 
access the Voice options. The Mute 
checkbox should be unchecked and the 
Play Through Headset option should be 
enabled. If this is not the case, change the 
options accordingly. 

Problem: A connected USB peripheral 
fails to work. 

Solution: Only approved Xbox 360 
accessories have been tested to work with 
the Xbox 360. Look for an Xbox 360 
Compatible logo on the accessory or on 
the accessory's original packaging. Even 
though the Xbox 360 features standard 
USB ports for controllers and accessories, 
not all USB-enabled devices will work 




Make sure to push the A/V connector firmly into place to prevent errors. 



with the console. The Xbox 360 is capable 
of working with some USB keyboards, ex- 
ternal hard drives (for sending music and 
photos to the console), digital cameras, 
and portable music players. Another 
reason for the problem could be that the 
approved accessory you are using was de- 
signed to work only with specific games 
and therefore will not work with unsup- 
ported games. For a list of supported 
accessories, visit www.xbox.com/ervUS 
/hardware/accessories . 

: You can't save your progress 
in a game. 

Solution: In order to save your game 
progress, you need an Xbox 360 Hard 
Drive or an Xbox 360 Memory Unit. 
Make sure your attached hard drive or 
Memory Unit has enough free space to 
save the game. Game Save files are typi- 
cally between 125KB and 4MB in size. 
To delete excess media from your hard 
drive or Memory Unit, access the Sys- 
tem tab, highlight Memory, and then 
press A. The Storage Devices menu dis- 
plays the connected Memory Units and 
hard drive, each with the remaining free 
space available per device. If your pre- 
ferred device doesn't have enough space, 
highlight it, press A, select the folder 
you want to clean out, such as Games, 
Music, Videos and Trailers, Demos, or 
Themes, and then press A. Next, high- 
light the items you want to delete, press 
A, highlight the Delete option, press A, 
highlight Yes, and then press A. 

DblGITi: You can't access your Xbox 
360 Hard Drive, and it is not listed as a 
Storage Device in the Memory menu of 
the System tab. This results in the in- 
ability to access or save content to your 
hard drive. 

Solution: Check the hard drive to make 
sure that it is seated properly. To properly 
attach the hard drive, turn off the console, 
place the back of the hard drive (the side 
opposite the release button) in the back 
end of the hard drive bay (the side closest 
to the back of the console). The back of 
the hard drive should be approximately a 
half inch below the lip of the hard drive 
bay. Next insert the hard drive so that the 
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sloping surface of the hard drive is flush 
with the console. Turn the console on. If 
that doesn't work, turn the console off, 
remove the hard drive, and then turn the 
console on again. Once the system boots 
up, turn it off again, reinsert the hard 
drive, and then turn the console back on. 
If available, try the hard drive on another 
Xbox 360 or try another hard drive on 
your console to determine which compo- 
nent is malfunctioning. If none of the 
above resolves the problem, contact 
Microsoft's technical support. 

Ring Of Light & 
Hardware Errors 

The Xbox 360 comes with a ring of 
four LEDs around the Power button and 
another four LEDs around the con- 
troller's Guide button. Under normal cir- 
cumstances, the lights glow green to 
indicate how many controllers are con- 
nected to the console and which position 
on the console each controller occupies. 
These lights also serve to help you trou- 
bleshoot problems. Below are some 
common errors, the problems they indi- 
cate, and some possible remedies. 

ElTOr: All four lights around the console's 
Power button flash red. 
Problem: According to Microsoft, this 
error may occur if the Xbox's A/V cable 
is not properly attached to the A/V port 
on the back side of the console. Another 
reason for this error is that the console 
simply fails to detect the A/V cable. 
Typically, this error prevents you from 
seeing anything on your TV or display. 
Solution: First, make sure the A/V 
cable is properly connected to the con- 
sole. The widest part of the A/V cable's 
connector should nearly touch the back 
of the console. If the error persists, turn 




To remove the faceplate, start at the right side of the console when it is oriented horizontally. 



off the console, remove the A/V cable, 
reinsert the A/V cable, and then turn 
the system back on. If the lights con- 
tinue to flash red, clean the A/V con- 
nector with a clean, dry cloth and try 
again. As a last resort, try a different 
A/V cable to see if your cables are the 
problem. If the problem continues, 
contact Microsoft's technical support. 

Error: One light around the console's 
Power button flashes red. 
Problem: With this error, the red light 
typically appears in the lower-right quad- 
rant of the Ring of Light surrounding the 
Power button. This error indicates that 
there is a hardware failure with your 
Xbox 360 console, which typically pre- 
vents you from playing games or other- 
wise using the console. 



The widest part of the A/V Cable's 
connector should nearly touch the 
back of the console. 



Solution: To make sure the error isn't 
a fluke, shut the console down and turn 
in on again. Microsoft recommends 
calling customer service to see if a tech- 
nical support agent can walk you 
through a solution. The technical sup- 
port agent we spoke with recommended 
disconnecting and reconnecting all 
cords, restarting the console again, and 
making sure the console's time and date 
are correct. If the error persists, then 
the agent will instruct you to send your 
console in for repair. 

Error: One light flashes around the con- 
sole's Power button, and you receive an 
error message stating, "System Error 
Contact Xbox Customer Support." 
Problem: With this error, the red light 
typically appears in the lower-right 
quadrant of the Ring of Light sur- 
rounding the Power button. This error 
is accompanied by the above error mes- 
sage displayed in multiple languages. 
You typically won't be able to play 
games or otherwise use the console 
when this error is present. 
Solution: First, shut the console down 
and turn it on again to make sure the 
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error isn't temporary. Microsoft recom- 
mends calling customer service to see if a 
technical support agent can help you find 
a solution. If the error persists, then the 
agent will likely give you instructions for 
getting your console service from a 
trained professional. 

Error: Two lights around the console's 
Power button flash red. 
Problem: Microsoft states that you 
might encounter this error if your Xbox 
360 console overheats. When the con- 
sole overheats, you typically won't be 



getting plenty of air. Never operate your 
Xbox console on thick carpet, a bed, 
sofa, or other soft surface. Make sure the 
fan is working. If you have satisfied the 
above conditions and the fan is working, 
contact support. 

Error: Three lights around the console's 
Power button flash red. 

)blem: According to Microsoft, this 
problem usually indicates a hardware 
failure. You typically won't be able to 
play games or otherwise use the console 
when this error is present. 




To remove the hard drive, press the button and lift from the front. 



able to play Xbox video games or other- 
wise use the console. 
Solution: If your console overheats, 
allow it to cool down. This could take 
several hours. To prevent overheating, 
try to limit your gaming sessions to a 
couple of hours at a time, with occa- 
sional breaks between each session. Also 
make sure your console is in an open, 
well-ventilated area away from other 
heat-producing equipment, such as 
heaters, vents, heat registers, stoves, and 
amplifiers. Make sure the console's ven- 
tilation holes are free of obstructions and 



Solution: First, Microsoft recommends 
restarting the console. If the error reap- 
pears, turn off the console, remove the 
power and A/V cables from the console, 
unplug the power supply from the wall 
outlet, and then reconnect everything. If 
the three red lights are still visible on the 
front of the console after turning it on, 
then turn it off again and remove the 
hard drive. Turn the console on again. 
If the error is gone, then turn the con- 
sole off, reattach the hard drive, and 
then turn it on again. If the error is 
back, then you can safely assume that 



the hard drive is the culprit. The Xbox 
360's power supply may also be causing 
the error. Check the power-supply light 
located on the side of the unit that plugs 
into the console. When the console is 
off, the power supply is in standby, and 
the light should be orange. When the 
console is on, the light should be green. 
If the light is red or not illuminated, see 
the corresponding error message below. 
If the error persists, contact Microsoft's 
technical support. 

Error: The power-supply light is red. 
Problem: The Xbox 360's external power 
supply features a tri-color LED designed 
to indicate the operating status of the unit. 
Under normal circumstances the power- 
supply light is green when the console is 
on and orange while the console is off or 
disconnected from the power supply. If 
the light turns red, then there may be a 
problem with the external power supply. 
In this instance, you typically won't be 
able to turn your console on. 
Solution: Start by removing the power- 
supply plugs from both the console and 
the wall outlet. Microsoft recommends 
waiting 30 seconds before plugging the 
power supply back into the console and 
wall outlet. If the light on the power 
supply is still red, then the unit may 
have shut down due to overheating. Let 
the power supply cool for several hours 
by leaving your console turned off. If 
this resolves the problem, the power 
supply will go back into standby mode, 
indicated by an orange light. To prevent 
this problem, make sure your power 
supply is in an open, well-ventilated area 
away from other heat-producing equip- 
ment, such as heaters, vents, heat regis- 
ters, stoves, and amplifiers. Ensure that 
the ventilation holes in the power 
supply are unobstructed. Don't put the 
power supply on thick carpet, a bed, 
sofa, or other soft surface. If the red 
light remains after following the above 
procedures, then your power supply 
needs to be replaced or serviced. Con- 
tact Microsoft's technical support. 

Error: The power-supply light on the 
Xbox 360 power brick is not illuminated. 
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Typically, the external power- 
supply light is green while the console is 
on and orange while the console is off or 
disconnected from the power supply. 
The light should only appear off when 
the power supply is unplugged from the 
wall outlet. If the light is not illuminated, 
you typically won't be able to turn on 
your console. 

Solution: In this instance, Microsoft 
recommends troubleshooting the wall 
outlet before faulting the power supply. 
Make sure the power-supply plugs are 
firmly connected to the wall outlet and 
the console. If the light remains dark, 
remove the power-supply plug from the 
wall outlet and test the outlet with a 
lamp or other electric device. If the 
outlet isn't working, then plug your 
console into a working outlet until you 
can get the broken outlet serviced. If 
the outlet works, remove the power- 
supply plugs from both the console and 
the wall outlet, wait 30 seconds, and 
then plug the power supply back into 
the console and wall outlet. If the light 
on the power supply is still not lit, then 
the unit may have temporarily over- 
heated. Leave your console turned off 
for several hours to allow the power 
supply to cool. Xbox 360s sold in the 
United Kingdom, Ireland, Singapore, 
and Hong Kong feature a built-in 10- 
amp fuse that may need to be replaced. 
If you suspect that this is the case or the 
power supply continually fails to re- 
spond to the above procedures, contact 
Microsoft's technical support. 

ElTOr: The power-supply light is orange. 

Typically, an orange light on 
the Xbox 360's power supply indicates 
that it is in standby mode, meaning that 
it is connected to the wall outlet and 
the console, but the console is off. If the 
light remains orange when you attempt 
to turn on your console, then there may 
be a problem with the power supply or 
the console. 

Solution: First, make sure the power- 
supply plug is properly inserted into the 
rear of the console. The plug should 
click into place. Attempt to turn the 
console on again if you were able to 




You can use a straightened paper-clip to manually eject the disc drive. 



push the plug farther into the port on 
the console. If the console still won't 
turn on, then Microsoft recommends 
looking for other errors, such as Ring 
of Light errors (see above) or on-screen 
error messages. If you are unable to fur- 
ther troubleshoot the console and 
power supply, then contact Microsoft's 
technical support. 

Universal Error Messages 

In some instances, the Xbox 360 dis- 
plays error messages to help you trou- 
bleshoot problems with the console. 
Microsoft refers to these error messages 
as UEMs (Universal Error Messages). 
UEMs typically appear on your TV or 
display as soon as you attempt to turn the 
system on or after the console crashes. 
These messages occasionally recommend 
possible solutions for the problem. 

ElTOr: Your Xbox requires service. Please 
call Xbox Customer Support. 
Problem: If you encounter this error, 
the most likely culprit is the Xbox 360 
hardware or firmware (software stored 
on a built-in chip). Microsoft reports 



that this error appears on-screen in 
multiple languages. 

Solution: The only solution that 
Microsoft recommends is to turn off the 
console and then on again to see if the 
error reappears. If the error persists, 
then you'll need to contact Microsoft's 
technical support. 

Error: Your Xbox can't recognize this 
disk. Make sure it's an Xbox game, DVD 
movie, or audio CD. Also check to see if 
the disk is dirty or damaged. Remove the 
disk to continue. 

OR 

There is a problem with the disk you 
are using. It may be dirty or damaged. 

YoblGITi: Either of these error messages 
typically appears on-screen immediately 
after turning on your console to play 
a game, music CD, or DVD movie. 
Microsoft claims that these error mes- 
sages can refer to several problems, such 
as a dirty or damaged disc or a hardware 
malfunction that prevents the console 
from reading the disc. 
Solution: As the UEM suggests, eject 
the disc and check the reflective surface 
for scratches, smudges, cracks, or other 
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To eliminate the possibility that the 

error is temporary, turn the 

console off and then turn it on again. 



damage. If the disc is dirty, hold it by 
the outer edges and wipe it from the 
center to the edge with a soft, dry cloth. 
Then put it back into the console and 
try again. If the disc is damaged, replace 
it. If the disc is clean and undamaged 
but still causes the error, try other game, 
music, or movie discs to see if these 
items work. If no media will play, then 
Microsoft recommends you contact its 
technical support. 

If the error-producing disc is a game 
disc and other media appears to work in 
the console, then Microsoft recom- 
mends trying three other games. One 
by one, let the games boot to the main 
menu. After the third game has loaded, 
turn the console off and try the error- 
producing game again. 

If you see the error again, then that 
game's Save file may be corrupted. Copy 
the appropriate game Save file from the 
hard drive to an Xbox 360 Memory Unit 
(if available) and then delete the original. 
To copy a game, save to a Memory Unit 
and turn on your Xbox 360 without a 
game in the tray. Next, navigate to the 
System tab, highlight Memory, press A, 
highlight Hard Drive, press A, highlight 
Games, press A, choose your profile, 
press A, highlight the game that might 
be causing the error, press A, highlight 
the Copy option, press A, select MU 
(Memory Unit) from the Select A Device 
menu, and then press A. Press A again 
with the error-causing game highlighted, 
highlight Delete, and then press the A 
button. When asked "Are you sure you 
want to permanently delete this saved 
game?" highlight Yes and then press A. 
Repeat these instructions for each poten- 
tially corrupted game save on your Xbox 
360 Hard Drive. 

If you don't have an additional 
Memory Unit, you may need to delete 



the Save file permanently. Next, remove 
the Memory Unit containing the poten- 
tially corrupted Save file and try the 
disc again. If the problem persists, then 
contact Microsoft's technical support. 

Error: System Error. Contact Xbox 
Customer Support. 

Problem: Microsoft notes that this error 
appears in multiple languages but does 
not describe when you might encounter 
the error. The error usually denotes a 
hardware failure. 

Solution: To eliminate the possibility 
that the error is temporary, turn the 
Xbox 360 console off and then turn it 
on again. If the error persists, contact 
technical support. If, upon restart, the 
console displays one of the Ring of 
Light errors mentioned earlier, refer to 
the appropriate solution above. 



Online Errors 

You are a subscriber to 
America Online's High-Speed Broad- 
band cable service and are having diffi- 
culty connecting to Xbox Live. 
Solution: According to Microsoft, 
AOL's broadband cable service is cur- 
rently incompatible with Xbox Live. 
Microsoft recommends contacting 
AOL's customer support for solutions 
to the problem. Customers with AOL 
High-Speed Broadband over a DSL 
network, however, should have no 
problem connecting to Xbox Live. To 
configure your console to recognize the 
network, access the System tab of 
the main Xbox 360 menu, highlight 
Network Settings, press A, highlight 
Edit Settings, press A, press the D-pad 
once to the right to access the Addi- 
tional Settings tab, and then press A 
with the PPPoE Settings highlighted. 
Enter your AOL screen name for the 
username field and enter your password 
in the appropriate field. When you're 
finished, highlight the Done option and 
then press A. Press B to get back to 
the Network Settings screen, highlight 
Test Xbox Live Connection, and then 




The power connector should snap into place when fully inserted. 
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The power-supply light glows green when the console is on. 



The power-supply light glows orange when the console is off. 



press A. If you cannot connect, contact 
AOL High-Speed Broadband for fur- 
ther assistance. 

Error: Xbox Live Not Found. 

)lGITi: You may encounter this error 
message when trying to connect to Xbox 
Live. This error appears on the TV or 
display if your console fails to connect. 
Solution: Microsoft recommends check- 
ing www.xbox.com/ervUS/support to 
make sure the service is not temporarily 
unavailable for all subscribers. If the site 
makes no mention of scheduled or un- 
scheduled downtime, then check to make 
sure your console is connected to your 
router. Next, try power-cycling your 
router. To do this simply turn your 
router off for a few minutes and then 
turn it on again. Power-cycling is some- 
times necessary when you connect a dif- 
ferent device to the router, such as a PC 
or Xbox 360 console. If you continue to 
receive this error message, you may need 
to change the console's MAC (Media 
Access Control) address manually to 
match that of your PC. 

If you're running Windows 98/Me, 
click Start, click Run, type winipcfg, and 
then click OK. Click the More Info 
button and write down the Adapter 
Address, which is the MAC address. If 
you're using Windows 2000/XP, double- 
click the Local Area Connection icon 



from the System Tray to open the Net- 
work Connections window. Right-click 
Local Area Connection, click Status, click 
the Support tab, and then click the Details 
button from the Connection Status box. 
The MAC address appears as the Physical 
Address. Copy this down. 

Back on your Xbox 360 console, ac- 
cess the System tab of the main menu, 
highlight Network Settings, press A, 
highlight Edit Settings, press A, press 
the D-pad once to the right to access 
the Additional Settings tab, and then 
press A with Advanced Settings high- 
lighted. The option titled Alternate 
MAC Address should be highlighted by 
default. Press A and manually enter the 
MAC address you copied from your 
PC. Press the Start button when you're 
finished, highlight the Done option, 
and then press A. Try connecting to 
Xbox Live again. 

If the error persists, then make sure your 
router is included in the list of compatible 
routers by visiting www.xbox.com/erv 
US/live/connect/routercompatibility.htm 
and then clicking the Xbox Live and 
Routers link from the Related Links sec- 
tion in the lower-left corner of the page. 
Contact technical support if your router is 
on the list. 

ElTOr: The email address or password you 
entered is not valid. Please try again. 



VoblGITi: This error message may appear 
when you attempt to recover, migrate, or 
manage your Xbox Live account. Your 
Xbox Live account is linked to your 
Microsoft Passport Network email ad- 
dress and password. The Passport Net- 
work is a proprietary login system that 
lets you use various Microsoft-affiliated 
Web sites and Xbox Live. Until you 
properly enter your Passport Network in- 
formation, you will be restricted from re- 
covering, migrating, or managing your 
Xbox Live account. 

Solution: Microsoft's Knowledge Base 
recommends checking to make sure 
you typed the correct email address and 
password when attempting to recover, 
migrate, or manage your Xbox Live ac- 
count. If you have multiple Passport 
Network accounts, make sure you are 
using the correct one. If you're unsure 
which one you initially assigned to your 
Xbox Live account, try both. If the Xbox 
Live Gamertag is parentally controlled, 
make sure to use the Passport Network 
password and email address associated 
with the Gamertag. If you changed the 
email address connected to you Passport 
Network account, then you may need to 
change your password before connecting 
to Xbox Live with your new Passport 
Network login information. CPU 

by Andrew Leibman 
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Lost Your 
Handle? 

How To Use The Xbox 360 Gamertag 
Recovery Tool 




There are a number of reasons you 
might find yourself in need of the 
Xbox 360 Gamertag recovery 
tool, not the least of which is bringing an 
original Xbox Gamertag along for the 
new ride. You might also find out that 
your younger brother thought it would 
be funny to delete your Gamertag from 
the Xbox 360. Or you might have mis- 
placed a memory unit that had your 
profile stored on it. But fear not, the 



Gamertag recovery tool is easy to use, 
and it only takes a few minutes to get 
your handle back where it belongs. 

Prepare To Recover 

But first, a few comments about 
Gamertag recovery: Microsoft says that 
after you perform an account recovery, all 
other copies of your Xbox Live profile on 
the memory units or hard drive will be 



invalidated. If you have the same profile 
on both the original Xbox and the 360, 
however, the original Xbox profile won't 
be invalidated. You might also have to 
reset your pass codes for your profile. 
Don't use this tool to transfer your profile 
over to another Xbox 360 system, either, 
or you'll invalidate the original profile 
and lose your Gamerscore. 

You can use the Gamertag recovery 
tool when you boot up your Xbox 360 
for the first time, but if you're using it 
later, you'll need to sign out of your cur- 
rent profile. To do so, locate the Xbox 
Live area of the Xbox Dashboard, press 
the blue X button on the controller, 
scroll up in the tab that opens, and select 
Yes. Sign out by pressing the green A 
button on your controller. 

The Recovery Process 

Returning again to the Xbox Live area 
of the Dashboard, press the D-pad up or 
down to select Recover Gamertag From 
Xbox Live and then press the A button 
on the controller. An Exit Session tab ap- 
pears with the message, "To connect to 
Xbox Live, you must exit your current 
session. If you are playing a game, you 
will lose any unsaved progress. Are you 
sure you want to exit?" Scroll up and 
click Yes with the A button. This starts 
the Gamertag recovery process. 

You might want to take advantage of 
the Xbox 360's ability to handle a USB 
keyboard for this process, as it beats using 
the virtual keyboard with the controller 
for entering information on screen. 

The first screen in the Gamertag re- 
covery process is labeled Xbox Live 
Gamertag and features a Gamertag field 
for, you guessed it, entering the Gamer- 
tag you want to recover. Use your USB 
keyboard to type in your Gamertag or 
press the A button on your controller to 
bring up the virtual keyboard. Be careful 
to enter your Gamertag exactly as it's 
written — including capital letters and un- 
derscores. You can depress the left analog 
stick to change the caps of your text. 
Press the Start button on the controller 
or scroll over to the Done button on the 
virtual keyboard when you're finished. 
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Scroll down on the Xbox Live Gamertag 
screen and click Next with the A button 
on your controller. 

If you are recovering a profile that 
already exists on your Xbox 360, you 
might see the message, "There is already 
a profile for this Gamertag on your con- 
sole. Would you like to replace it?" Scroll 
up and click Yes with the A button. 

The next screen is titled Passport 
Network Account and has text fields la- 
beled E-mail Address and Password. Use 
your USB keyboard or the on-screen vir- 
tual keyboard to fill in both fields. The vir- 
tual keyboard has both the @ symbol and 
the dot ("."), so you'll be able to fill out the 
email address completely. Again, the re- 
covery tool is case sensitive, so make sure 
to get the caps correct for your password. It 
can be a bit tricky, as your password won't 
actually appear; you'll just get a series of as- 
terisks like this: *****. Take your time and 
click carefully. Click the Start button on 
your controller or the Done button on- 
screen when you're finished with each of 
these. Scroll down to Sign In and press the 
A button on your controller. 

If you've entered your email address or 
password incorrectly, you'll see the mes- 
sage, "E-mail address or password is not 
valid. Try again." Try the process one 
more time. 

If you don't remember your password, 
you can reset your Passport Network cre- 
dentials at the Microsoft Passport Net- 
work site ( www.passport.net ). Click Sign 
In at the site and click Forgot Your 
Password? Follow the on-screen instruc- 
tions to reset your credentials. 

If you're a minor, you'll need to have 
your parents around, so they can sign in 
with their Passport Network credentials 
and email address. 

A Warning tab will slide in with the 
following message, "Recover your gamer- 
tag only if your profile is corrupt or 
missing. Recovery will delete all games 
saved for that profile on any console." If 
you're OK with losing all of the games 
you've saved, scroll down and select 
Recover Gamertag with the A button, 
and the recovery process will continue. 
Your Gamertag, Gamerscore, and chosen 
icon will be recovered to your Xbox 360. 
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The Gamertag recovery tool is visible on the main Xbox Live screen of the Dashboard 
after you've signed out of your profile. 



If you've moved between Xboxes, you 
may see another screen lets you make any 
changes to your time zone or daylight 
savings options if you want to. After 
you're finished, your Xbox 360 will re- 
boot, and your Gamertag will be recov- 
ered to the Xbox Live Dashboard. 

Possible Errors 

Of course, things don't always go off 
without a hitch, so here are some possible 
error messages you might see during the 
process and what you can do to fix them. 

"The e-mail address or password you 
entered is not valid. Please try again." You 
may have slipped when entering your 
email address or password. Try one more 
time, or you can reset this information 



If all goes well, 
you shouldn't 
ever need to use 
the Gamertag 
recovery tool. 



online at Microsoft Passport Network 
( www.passport.net) . You might also need 
parental permission to recover your 
Gamertag if you're a minor. 

"Can't verify your original Xbox infor- 
mation. Please make sure you've entered 
it correctly." You may see this message if 
you have entered your Gamertag incor- 
rectly. Try it again. 

"This action cannot be performed 
at this time. Please try again later. 
80150010." This message results from 
technical difficulties at the Microsoft 
Passport Network. Give the good folks 
over there some time and try again later. 

"Technical configuration error. Please 
contact Xbox Customer Support." This 
message means that your Xbox 360 failed 
to connect with Xbox Live. Check your 
connection cables and try again. If you pass 
all the network tests and you still receive 
this message, you may need to speak with 
customer support at www.xbox.com/eri' 
US/support/connecttolive . 

If all goes well, you shouldn't ever need 
to use the Gamertag recovery tool. But 
it's good to know what it is and how to 
use it should ever the need arise. The 
Xbox 360 is a powerful machine that has 
all the features needed to keep things run- 
ning smoothly — and to get things back to 
smooth if something goes wrong. CPU 

by Joel Strauch 
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Make Your 
Media Work 

Your Guide To Pictures, 

Music & Movies On The Xbox 360 




M 



icrosoft has made it a point to 
describe the Xbox 360 as a 
digital entertainment hub and 
not just a video game console. It makes 
the distinction because the Xbox 360 
can also handle different types of re- 
movable media. Working with media, 
however, can become a bit confusing be- 
cause there are certain limitations on 
what media you can play and how you 



can play it. We'll examine these features 
more carefully below. 

I hear the Xbox 360 includes 
USB ports. What peripherals 
can I connect to my Xbox 360? 

The Xbox 360 has three USB ports 
(two in front and one in back) that let you 
connect a wide range of USB devices, 



including digital music players, digital 
cameras, and even external storage devices 
such as external USB hard drives. To con- 
nect a USB device to the Xbox 360, plug 
one end of the device's USB cable into the 
device and connect the other end to one of 
the Xbox 360's USB ports. (The two front 
ports are located behind a plastic door on 
the right side of the console.) In some in- 
stances, you may need to set music players 
and digital cameras to connect to a desktop 
PC before the Xbox 360 can detect it. 

Most USB mice and keyboards are 
compatible with the Xbox 360, al- 
though they may only work in the Xbox 
360 Dashboard. 

Because I can connect an ex- 
ternal hard drive, can I save 
profiles and game data to an 
external USB drive? 

The Xbox 360's USB ports let you 
read data from external drives, but it 
won't let you write data to a USB drive. 
In order to save game data, you'll need 
Microsoft's Xbox 360 Hard Drive or a 
Memory Unit ($39.99; www.xbox.com ). 

How do I view images on my 
Xbox 360? 

On the Xbox 360, you can view im- 
ages from a CD, external hard drive, or 
digital camera. To view images, connect 
your external drive or digital camera as 
we mentioned previously. (See the "I 
hear the Xbox 360 includes USB ports" 
tip.) If you're viewing images on a CD or 
DVD, insert the disc. Select the Media 
tab using the controller's D-pad and 
choose Pictures. If you've connected a 
digital camera, you should see it listed 
here. If you're using a CD or external 
hard drive, select the Current Disc or 
External Storage as appropriate. 

Also, you can view a slideshow of all 
available images by selecting Play Slide 
Show from the left side of the display. 
Alternatively, you can select a directory 
or a specific image from the right side of 
the display. You can click Play Slide 
Show at any time to view all images 
within the currently selected directory. 
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Once the slide show begins, use the con- 
troller to move between pictures. To exit 
the slideshow at any time, press B. 

Can I listen to music while 
playing a slideshow? 

To add music to a slideshow, begin the 
slideshow as you normally would and press 
the Guide button on the controller. A 
menu appears on the left side of the screen. 
Choose Select Music and then select the 
proper device (CD, external hard drive, or 
Xbox 360 Hard Drive). Select Play All or 
choose a directory and select Play All to 
play only files within the selected directory. 
Press B when you're finished. To pause the 
music, press the Guide button again and 
select the Pause button. 

Can I use my own pictures for 
the Xbox 360's background? 

The Xbox 360 lets you change the ap- 
pearance of the Dashboard using themes. 
It includes several default themes, but 
you can create your own theme using 
your personal images. Themes are associ- 
ated with specific profiles, so you'll need 
to sign in an existing profile or create a 
new one before you can set a theme. 

To use an image as a theme, insert a 
CD or, using a USB cable, plug in the de- 
vice housing the image you want to use. 
Select Pictures from the Media tab and se- 
lect the device. Select the proper directory 
if you need to. Images in the current direc- 
tory appear as thumbnails on the right side 
of the screen. Select the image you want to 
use and press X. This saves a copy of the 
image to the hard drive, so you no longer 
need the device or CD to view the image. 

To select another theme, press the 
Guide button on the Xbox 360 controller 
and select Personal Settings. Select Theme 
to view a list of available themes. (Several 
are available by default.) Highlight the 
theme you want to view and press A. 

Can I copy images to the 
hard drive? 

As we mentioned above, when you use 
an image to create a new theme, it's 
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The Media tab is your portal to working with pictures, music, and video on your Xbox 360. 



copied to the hard drive. If you select 
multiple images, they will all be available 
on your hard drive for use as a back- 
ground image, as well. However, there is 
no option under Pictures to view images 
on the hard drive. That means you can 
browse thumbnails or play slideshows 
from images on the hard drive. 

How do I listen to music? 

The Xbox 360 can play back audio 
CDs, as well as digital music. As with im- 
ages, you can listen to music stored on a 
CD, external USB drive, or portable 
music player. 

If you're connecting a USB device, 
connect it to the Xbox 360 just as you'd 
connect the USB device to a standard 
PC. If you're listening to music from a 
CD, insert the CD. Select the Media tab 
and choose Music to view a list of avail- 
able media. Select the proper device 
from the list. You can select Play All 
from the left side of the screen to play all 
music on the selected device, or you can 
select a directory or specific song from 
the list on the right side of the screen. 
Selecting Play All from within a direc- 
tory plays back all music files within the 
selected directory (including music in 
any subdirectories). A mini-version of 
the Windows Media Player appears. You 
can use the controller to move around 
the Windows Media Player interface and 



control playback. When you're finished, 
press B. 

Can I connect my iPod to an 
Xbox 360? 

Although Microsoft doesn't sell its 
own branded digital music players, it 
does offer DRM (Digital Rights Man- 
agement) software to many vendors. As a 
result, you might expect Microsoft to re- 
strict compatible digital music players to 
those that use Microsoft's DRM. Thank- 
fully, that isn't the case, as the Xbox 360 
includes support for perhaps the most 
popular digital music player on the 
market, Apple's iPod. The iPod works 
well with the Xbox 360. Turn on your 
iPod and connect to your Xbox 360 
using your iPod's USB cable. The Xbox 
360 should recognize your iPod by name, 
so you can play compatible music and 
even access your playlists. 

Can I listen to music I bought 
from iTunes? 

Music you buy from iTunes is encoded 
with Apple's FairPlay DRM. Apple doesn't 
license FairPlay to other manufacturers 
and, as a result, FairPlay-protected tracks 
play only through iTunes or on an Apple 
iPod. You can connect your iPod to an 
Xbox 360 and play MP3 files but forget 
playing any FairPlay-protected content. 
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There is a way around 
Apple's FairPlay protec- 
tion. Apple lets you use 
the music you bought to 
make an audio CD. To do 
so in iTunes, create a 
playlist with the tracks you 
want to burn, insert a 
blank CD, and watch the 
Browse icon in the upper- 
right corner become a 
Burn icon. Click the Burn 
icon to begin burning the 
music files. You can then 
insert the audio CD into 
the Xbox 360 and rip 
copies of the tracks di- 
rectly to your hard drive. 
Alternatively, you can use 
your PC to create unpro- 
tected MP3 files from the 
audio CD. You can then 
listen to these tracks on 
your Xbox 360 from any 
digital music player, in- 
cluding an iPod. 

What audio for- 
mats does the 
Xbox 360 support? 

The Xbox 360 can play 
any standard audio CD, 
as well as WMA (Win- 
dows Media Audio) and 

MP3 files. Some iPod- 
optimized files use the AAC (Advanced 
Audio Coding) format. To playback AAC 
files, you'll need to download AAC sup- 
port, which requires an Xbox Live ac- 
count. (A free Silver account will do.) 
After setting up your account, select Xbox 
Live Marketplace in the Xbox Live tab 
and select Game Downloads. Select Game 
Downloads and Alphabetical List Of 
Games. Scroll down to find Optional iPod 
Support and press A. The Xbox Guide ap- 
pears on the left side of the screen. Select 
Optional iPod Support again and select 
Confirm Download. When the download 
finishes, select Done and press B until you 
return to the Xbox Live tab. As mentioned 
above, FairPlay protected AAC files still 
will not play. 
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Unlike the original Xbox, you can listen to your music while playing any 
game. To start playing your music, press the Guide button on the Xbox 360 
controller and choose Select Music. 
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If you want to play AAC-formatted digital music, you need to download the 
Optional iPod Support package. Keep in mind that this upgrade still won't 
let you play protected AAC files you bought from iTunes. 



Although the PSP sup- 
ports video playback, the 
Xbox 360 will only sup- 
port playback of images 
and music. 

Can I rip music 
files to my hard 
drive? 

As with the original 
Xbox, the Xbox 360 lets 
you rip music from audio 
CDs to the hard drive 
creating a digital jukebox. 
You can even choose to 
listen to ripped music 
while playing a game. 

To rip music files from a 
CD, insert the audio CD 
and select the Media tab 
using the Xbox 360 con- 
troller. Select Current Disc 
and select Rip CD. You 
should be able to rip most 
retail music CDs (although 
we didn't test copy-pro- 
tected discs), as well as 
homemade music CDs 
burned on CD-R or CD- 
RW media. When creating 
a homemade CD, make 



Can I play content from my 
Sony PSP? 

Sony's portable video game system, the 
PSP, lets you access images, music, and 
video on the road. Like Apple's iPod, you 
can connect the PSP to an Xbox 360. 
Before the Xbox 360 can detect the PSP, 
you'll need to select USB Connection 
from the PSP's Settings menu. (See the 
PSP's documentation for more informa- 
tion about connecting it to a PC.) Once 
connected, select either Music or Pictures 
from the Xbox 360's Media tab and select 
Portable Device. Music files are stored in 
the Portable Device\PSP\ Music direc- 
tory, while images are stored in the 
Portable Device\PSP\Photo directory. 



sure you opt to create an 
audio CD, not a data CD. 

If your homemade CD 

plays on a standard CD 

player, you should be able to rip it using 

the Xbox 360. 

How do I listen to my music 
while playing a game? 

The original Xbox let you rip music to 
the hard drive and listen to music in 
games that supported custom sound- 
tracks. With the Xbox 360, you can 
listen to your favorite music in any game 
you choose. To listen to a custom sound- 
track while playing a game, press the 
Guide button and choose Select Music. 
Select the device containing the music 
you want to play. To play all music files, 
select Play All. To play music within a 
certain directory only, select the directory 
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and then Play All. You can control music 
playback at any time by pressing the 
Guide button and using the playback 
buttons on the Guide. 

Some games include their own sup- 
port for custom soundtracks and may 
offer you additional options. Consult 
your game's instruction manual for 
more information. 

Can I copy music from a 
portable music player or USB 
drive to my Xbox 360? 

If you want to copy your favorite 
MP3 files directly from a portable music 
player to your Xbox 360's hard drive, 
you're out of luck. The Xbox 360 will 
not let you copy digital music files from 
a USB device or CD to your Xbox 360's 
hard drive. The only way to copy music 
to the Xbox 360 hard drive is to create 
an audio CD and rip tracks. Most desk- 
top systems that include a CD writer 
include special software for creating 
audio CDs. 

Can I watch a DVD on my 
Xbox 360? 

The original Xbox let you watch DVD 
movies only if you bought a special re- 
mote control. You'll be happy to know 
that the Xbox 360 doesn't require you to 
shell out extra cash just to watch a DVD. 



To watch a DVD, insert the disc with 
the label facing up. The movie should 
play automatically. You can use the re- 
mote control or a controller to play, 
pause, stop, or skip through chapters. 

Can I copy a DVD movie to the 
Xbox 360's hard drive? 



It'd be 



, but j 



Can I watch video from a CD or 
USB hard drive? 

There's a growing collection of com- 
pelling video content freely available on- 
line. Unfortunately, you can't merely 
copy a downloaded video to a CD-R 
drive or USB hard drive and play it on 
your Xbox 360. The Xbox 360 will only 
play video streamed from a Windows XP 
Media Center system. 

If you have DVD-authoring software 
on your PC, you may be able to convert 
different video formats to DVD. For in- 
stance, you may be able to use that AVI 
(Audio Video Interleave) file you down- 
loaded from the Internet to create a 
DVD that you can play on your Xbox 
360. This process, however, is often com- 
plicated and not always quick or easy. 

Can I stream images and audio 
from a desktop PC? 



Rip CD: Meteora 




Rip CD ► 


Foreword 




Select the songs you want to copy to 
the hard drive, then select Rip CD. 


{7} Don't Stay 




Somewhere 1 Belong 




Lying from You 




Hit the Floor 




Easier to Run 




Faint 




Figure. 09 




Breaking the Habit 






▼ 


O Deselect All 
© 




Back C 
Select 7 



You can rip music from most audio CDs whether it's a commercial CD or a custom mixed 
one you burned from your personal music collection. 



Absolutely. The first thing you'll 
need is a desktop PC running Windows 
XP Service Pack 2, Windows XP Media 
Center Edition 2005, or Windows XP 
Media Center Edition 2005-Update 
Rollup 2. Next, you'll need to download 
and install Windows Media Connect on 
your system. You'll also need to connect 
your Xbox 360 to the same network as 
your desktop system. For more informa- 
tion on streaming images and audio 
content, see "More Than A Gaming 
Console" on page 23. 

Can I stream video from a 
desktop PC? 

Again, this is possible, but it's more 
limited than images and audio. In order 
to stream video, you'll need a PC with 
Windows Media Center Edition 2005 
installed. Even if you have a Windows 
Media Center system, you'll only be able 
to play videos in the formats specified 
above. Again, for more information on 
streaming video content, see "More 
Than A Gaming Console" on page 23. 

If you have Windows XP Media 
Center Edition 2005, you can stream 
certain videos to your Xbox 360. The 
Xbox 360 supports videos encoded in 
WMV (Windows Media Video), WMV 
Image, MPEG-1 with layer I or II audio, 
or MPEG-2/DVR-MS formats. The 
DVR-MS is the file format used for 
saving television programming in 
Windows Media Center. 

I noticed DivX and XviD videos 
aren't listed in the supported 
formats. Can I play video in 
these formats on my Xbox 360? 

Officially, the answer is no. There 
are, however, tools you can use to con- 
vert DivX and XviD videos to a sup- 
ported format. Videora Xbox360 
Converter is a free tool you can down- 
load from Videora www.videora.com 
/ervus/Converter/Xbox360 . CPU 

by Chad Denton 
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Game Reviews 



Get Your Game Face On 



"jhe next-generation Xbox 360 may 
I the world's most powerful con- 
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hardware. Oh, no. You bought it to visit 
parallel universes, slay monsters, drive mil- 
lion-dollar cars (and nonchalantly crunch 
them), chase super-villains 
and win the Super Bowl. Cutting-edge 
hardware cries out for cutting-edge games, 
and the ones we review in this sectic 
the ones everyone is talking about. Where 
possible, we reviewed shipping product, 
but occasionally we relied on beta versions 
for games that are so new, they're not yet 
out on the market. In a couple of cases 
even full betas of games weren't available as 
we went to press, so we pulled together 
whatever info we could just to give you the 
heads-up on hot games that are supposed 
to be coming. Find page numbers for spe- 
cific products at right (we grouped them 
by genre here, but for an alphabetical 
listing, see this issue'sJTable of Conten 
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GAMES 



Give The Gift 
Of Gaming 

Game Suggestions For The Gamer 1 1 Your Life 



Giving the perfect video game 
gift is intimidating if you're 
not a gamer yourself. If you 
don't know the difference between an 
RPG and a real-time strategy game, 
we're here to help. We'll talk about 
some of the most popular video game 



Role Playing Game. The Role Playing 
Game, or RPG (sometimes also known as 
Fantasy), is a modern version of the old 
Dungeons & Dragons games. In an RPG 
the player chooses a character type to play 
within the game. Different character types 
include different skills and attributes. 




Call of Duty 2 is an excellent example of a first-person shooter. 



genres, discuss how to insure you buy 
age appropriate games, and make a 
few recommendations. 

Genres 

Most of us are familiar with movie 
genres such as Action, Comedy, and 
Drama, but unless you're a gamer, you 
may not be familiar with many popular 
video game genres such as MMORPG. 
Below are a few of the more popular 
video game genres. 



An RPG can be either turn-based or 
real-time. In a turn-based RPG, players 
must wait until it is their turn to perform 
an action. In a real-time RPG, a player is 
free to perform an action at any time. 

A more recent twist on the RPG is the 
Massively Multiplayer Online RPG, or 
MMORPG. In an MMORPG, the play- 
er's character interacts with characters 
controlled by other players via the 
Internet. Players may band together and 
help one another complete quests, adven- 
tures, and other tasks. 



Shooters. You can expect plenty of ex- 
plosions and action in a shooter. Blood 
and gore vary depending on the game. See 
the section on ESRB Ratings for informa- 
tion on finding age-appropriate games. 

There are several types of shooters, but 
the most popular may be the first-person 
shooter, which, as the name implies, fea- 
tures a first-person point of view so that 
the person playing the game "sees" what 
the character in the game sees. Third- 
person shooters, sometimes simply referred 
to as action games, provide the player with 
a view directly behind the main character. 

Not all shooters are non-stop action. 
Tactical shooters are games that employ a 
bit of strategy. In a tactical shooter, the 
player not only has to control his char- 
acter, but also must issue commands to 
teammates to complete each mission. 

Other genres, such as sports, racing, 
and fighting, are more obvious. Now that 
you have some idea what kind of games 
are out there, we need to focus on making 
sure you buy age-appropriate content. 

ESRB Rating 

Like movies, video games include a 
content rating system. The ESRB (En- 
tertainment Software Rating Board) is 
responsible for rating the contents of 
each game. 

The ESRB rating system includes sev- 
eral different categories starting with 
Early Childhood (denoted by an eC). 
The ESRB recommends these games for 
anyone three or older. Games marked E 
for Everyone are recommended for any 
player older than six, while games rated 
E10+ or Everyone 10+ are recommended 
for anyone over age 10. Games deemed 
inappropriate for anyone 12 and under 
are denoted with a T for Teen. Finally, 
games marked M for Mature are deemed 
inappropriate for anyone younger than 
17. There is also an Adult Only rating 
(indicated with an AO) and Rating 
Pending (RP), but they are rarely seen. 
For more information about ESRB rat- 
ings, visit the ESRB's Web page at 
www.esrb.org . 

ESRB ratings appear on the front and 
back of each game. The rating on the back 
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of the game may include a brief content 
descriptor telling you why a game received 
a specific rating (for example "Blood, Mild 
Language, Violence"). 

Game Suggestions 

Whether you're shopping for a sports 
fan or a pre-teen, we have a few gift sug- 
gestions for gamers on your list. 

Sports fans young and old. Sports 
games are easy to give to players of all 
ages because you pretty much know what 
to expect. All the sports games men- 
tioned are rated E for Everyone. 

When it comes to sports games, there 
really is no better place to start than 
Madden NFL 06 ( www.easports.com ; 
$59.99). The Madden franchise is leg- 
endary, and the newest version takes full 
advantage of the Xbox 360's capabilities. 
The graphics are dazzling, and the game 
play is as great as always. 

For basketball fans, we recommend 
NBA 2K6 ( www.2ksports.com ; $59.99). 
The graphics aren't quite as nice as NBA 
Live 06, but NBA Live 06 lacks a few op- 
tions that players have come to expect in 
a sports game. For instance, NBA Live 06 
doesn't include a Dynasty Mode that lets 
players guide a team through several sea- 
sons. College Hoops 2K6 ($59.99) is also 
available for college basketball fans. 

NHL 2K6 (www.2ksports.com; $59.99) 
is the only option for hockey fans, but one 
that should make even the biggest fan 
happy. The game includes several coach- 
ing options and sports an amazing looking 
ice surface. 

NASCAR fan. If you have a serious 
racing fan on your shopping list, Pro- 
ject Gotham Racing 3 ( www.microsoft 
.com/games ; $49.99) is a good bet for 
anyone 10 or older. Like Madden, PGR3 
features incredible graphics and chal- 
lenging game play. If you want to give a 
game with a little more of a story line, you 
might want to consider Need For Speed 
Most Wanted ( www.ea.com ; $59.99), 
which also includes fantastic graphics but 
winds a story through the racing action to 
give the game a little extra depth. Need For 
Speed has a T rating, so it may be more 
appropriate for slightly older players. 




Madden NFL 06 delivers dazzling graphics and fantastic game play. 



For younger players, consider Ridge 
Racer 6 ( www.namco.com ; $59.99), 
which is rated E. Ridge Racer 6's arcade- 
style action is easier for younger players 
but remains fun for the older ones as well. 

Soldier of fortune. If you're looking 
for someone who spends most of their 
television time watching the History 
Channel, Call of Duty 2 ( www.activi 
sion.com ; $59.99) might be a big hit. 
This first-person shooter looks amazing, 
and although there is some violence, the 
game comes away with a T rating. 

Tom Clancy's Ghost Recon Ad- 
vanced Warfighter ( www.ubi.com ; 
$59.99) is also rated T and is a good 
choice for those who prefer to think 
their way through a battle. The game 
has amazing graphics and requires more 
thought and planning than your typical 
first-person shooter. 

The wizard in the family. If you're 
shopping for a teenager (or an adult) 
who can't tear themselves away from 
"Harry Potter," "The Chronicles Of 
Narnia," or "Lord Of The Rings," you 
might want to consider Final Fantasy 
XI Online ( www. square-en ix.com ; 
$59.99). This MMMORPG is going to 
require an Internet connection to play, 
but it transports players into a fantastic 
online gaming fantasy world. The game 



should be available by the time you 
read this. 

For those who either can't or won't 
join the online role-playing world, Elder 
Scrolls IV: Oblivion ( www.bethsoft.com ; 
$59.99) is a great alternative with fan- 
tastic graphics and sound. Players have an 
extensive world to explore in the latest 
from the Elder Scrolls series. 

Mature players. Video games aren't 
just for kids anymore. Many adults who 
grew up with a joystick in their hand 
are still enjoying a good game. Both 
these games are rated M for Mature by 
the ESRB. 

Condemned: Criminal Origins ( www 
.sega.com ; $59.99) may be the most 
gruesome game currently available for 
the Xbox 360, but it includes a grip- 
ping storyline and eerie audio that might 
make the game a great choice for fans of 
horror movies. 

For fight fans there's Dead Or Alive 4 
( www.tecmogames.com ; $59.99). This 
game combines great graphics with fast- 
paced fighting action. The Dead Or Alive 
series is perhaps best known for its fash- 
ionable female characters. (The game is 
rated M in part for partial nudity.) CPU 

by Chad Denton 
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Amped 3 

Very Strange Tales (& Trails) From The Slopes 




Have you ever snowboarded in 
the Twilight Zone? Pick up a 
copy of Amped 3, and that's 
how you're likely to feel. Between runs in 
which you'll soar through the air and 
coast on long rails, you'll be treated to 
Amped 3's bizarre sense of humor. 
Amped 3 is different from its predeces- 
sors, but it's still a fun way to hit the 
slopes if you don't live near a ski lift. 

Off The Lift 

The game begins with an introduction 
to the characters you'll roll with in the 
game's story mode: Hunter, Sebastian, J- 
Dawg, and Wiener Boy, whose name re- 
flects his personality. And then there's 
you. You'll start the game dressed in a 
bunny suit, and you won't actually create 
your character until you've taken a run 
down the mountain with your buddies. 



After you complete it, you can create 
your character. 

Conquer The Mountains 

Amped 3 uses a story mode to advance 
the game. You'll complete tasks in the 
story mode to unlock new levels and 
mountains. Story challenges are inter- 
spersed with oddball cutscenes that range 
from "Yellow Submarine"-inspired ani- 
mation to sock puppets. If the cutscenes 
aren't for you, skip through them by 
pressing the A button. 

You can also partake in other chal- 
lenges that are not directly related to the 
game's story. The challenges in previous 
versions of Amped had a reputation of 
being wickedly hard to complete at 
times. Amped 3 dials down the difficulty 
to some extent, but the challenges can 
still be, well, challenging. 



There are several types of challenges. 
For example, you may have to follow a 
path through several circles that appear 
on the slope, executing tricks to rack up a 
minimum number of points. Or you 
might have to race a "sled" (which may, 
in fact, be a bathtub or other strange 
item) down a slope and crash on purpose, 
inflicting as much damage upon yourself 
as possible. 

When you complete certain chal- 
lenges, you'll unlock new items. Amped 
3 has items from notable outfitters such 
as Burton and Ride. You can gear up 
with snowboards, bindings, eyewear, 
hats, jackets, boots, and pants. The game 
also includes music from more than 300 
artists in a variety of genres, so there 
should be something for everyone here. 

Amped 3's wackiness will not resonate 
with everyone, but the game is still fun to 
play, and it's easy enough to skip the 
cutscenes. Besides, you'll need some kind 
of snowboarding fix this summer, and 
Amped 3 provides that relief. CPU 



by Michael Sweet 



Highlights 



Amped 3 



$59.99 
2K Sports 
www.xbox.com/en- 
US/games/a/amped3 
Genre: Sports 

Game Summary: Hit the slopes to 
prove your snowboarding kung-fu is 
the best on the mountain. Show off 
your best tricks and stunts, earn money 
and bling, and advance through the 
game's fun, if goofy, story mode. 
Who Should Play: Sports fans, snow 
boarders, people who appreciate 
oddball humor and are looking for 
something that's different from run- 
of-the-mill games 



fm: 



BE 



Rating: Teen. For some mildly 
suggestive themes, crude 
humor, and mild violence; 
there's nothing outwardly offensive 
in the game, but it's not really for 
pre-teens. 



Reference Series / Xbox360 79 



GAMES 



Burnout 




Crash & Smash Your Way To Success 




About 10 minutes into Burnout 
Revenge, it becomes clear that 
this isn't a traditional racing 
game. One of your first tasks in the game 
is not at all typical: Instead of trying to 
finish a course in a certain time or to win 
a race, your task is to destroy as many 
cars as you can by ramming them, partic- 
ularly into each other or off the road. 

Burnout Revenge offers several dif- 
ferent modes of play and varied tracks, 
but one thing remains constant: You are 
judged first by the amount of aggression 
you display on the track — crashing other 
cars, going fast, jumping off ramps, just 
driving dangerously. For every event that 
you undertake, your aggression is rated 
on a four-star scale, while completing the 
objective gets you an important bonus 
star. Collecting stars advances you in 
rank, which unlocks more events and 
cars. In addition to the "traffic killing" 
mode described above, there are tradi- 
tional races, time trials, multirace series, 



and bizarre 

demolition derbies 

where you try to destroy as many cars as 

you can in a single collision. You can also 

attempt special challenges in order to win 

special cars. 

There's not really any story to speak 
of. You just advance through the game, 
completing objectives and winning 
races, unlocking new events, tracks, and 
cars as you progress. When you race on 
a new track for the first time, there is a 
cinematic introduction, which gives you 
a sense of accomplishment, but no over- 
arching narrative is going to slow down 
this four-wheeled vehicle of mayhem. 
Of course, with the emphasis on aggres- 
sion, the game is almost perfect for on- 
line and multiplayer play, where you 
can outrace and crash your friends' cars 
in a single race. The game's single- 
player mode is long enough to keep 
most avid gamers busy, so Burnout 
Revenge is a great value. 



The controls are simple — steer, accel- 
erate, brake, and turbo — so the game is 
deceptively easy. Burnout Revenge is 
well-balanced, and I found myself chal- 
lenged but never frustrated. The game 
presents the time trials — or "burn- 
ing laps" — in such a way that they serve 
as tutorials so that if you master a 
course during the burning lap, the rest 
of the events on that track come much 
more easily. 

Overall, the production values of the 
game are stellar, as the game truly har- 
nesses the graphics power of the 360. 
The scenery around the tracks is hyper- 
realistic, and the cars themselves are al- 
most works of art — serious car lovers will 
want to check out this game just to play 
with the different makes and models. 
While the physics of driving seem fairly 
realistic, there's nothing realistic about 
crashing five times in a race and finding 
yourself right where you left off on the 
track — but the explosions are appropri- 
ately spectacular. 

As a fan of "serious" racing games, I'm 
embarrassed to admit how much I enjoyed 
playing Burnout Revenge. It's not for 
everyone — if you aren't in touch with your 
inner fourth grader, try Project Gotham 
Racing 3. But if you like watching cars 
blow up as much as racing them, this is a 
wonderful guilty pleasure. CPU 



by Shawn Mummert 



Highlights 



Burnout Revenge 



$59.99 

Electronic Arts 

www.burnoutrevenge.ea.com 

Genre: Racing 

Game Summary: Smash, crash, and 

race your way to . . . more smashing 

and crashing. 

Who Should Play: Those who like their 

racing games served with aggression 

and plenty of crashing— and aren't 

bothered by a lack of realism 
Rating: Everyone 10+. 
Violence— mostly the destruc- 
tion of property 



WE 
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Call of Duty 2 



History Channeling 




A casual glance at the FPS titles 
available for consoles and PCs 
shows an abundance of World 
War II-themed games, but don't think 
that just because they focus on similar 
subject matter that all of these games are 
the same. Activision's Call of Duty 2 is 
an exceptional piece of work from start to 
finish, and although some impressive 
shooters have shown up since the Xbox 
360 launch, it's still one of the best titles 
available for the system. 

For starters, it's one of the first 
games ever on a console (shooter or 
otherwise) to rival the graphics of its 
PC counterpart: CoD2 looks as good 
on a high-def TV set as it does running 
on a high-end gaming PC. It sounds in- 
credible, too. The game's stirring or- 
chestral score, spot-on sound effects, 
and exceptional voice work blend in 
just the right parts to immerse you in 



the action and keep you engaged from 
start to finish. The only bone we have 
to pick is one that unfortunately is 
common to everything in the genre: 
Enemy and ally dialog can be a tad 
repetitive after you've been playing a 
particular portion of the game a while. 

Unlike some WWII shooters that have 
you play as a single character throughout, 
CoD2 puts you in several soldiers' shoes, 
beginning in Moscow in 1941, where 
you start as a Red Army recruit learning 
the ropes who is thrown into action 
rather quickly. You'll play through sev- 
eral missions in the Russian campaign be- 
fore you shift gears and play as a couple 
different British soldiers in four battles of 
the African campaign. Upon completion 
of those missions you'll become part of 
the American advance in Europe, begin- 
ning with — wait for it! — the obligatory 
D-Day mission. 



Throughout the game you'll have a vast 
arsenal of weapons at your disposal, in- 
cluding everything from pistols and rifles 
to machine guns and grenades. In addition 
to the guns you begin each mission with 
(these vary from situation to situation), 
you'll be able to pick up and use anything 
you find in the field, whether dropped by a 
fallen comrade or a dispatched enemy. 
There are even a few missions where you 
man a fixed machine gun or a turret 
mounted on a vehicle and need to react to 
enemies that pop up along your predeter- 
mined path, as well as a couple driving 
missions thrown in for variety's sake. 

CoD2's driving mechanics aren't the 
best we've seen but they get the job done, 
and the game's primary controls are fluid 
and instantly familiar to anyone who's 
played a good console FPS. We also very 
much like the fact that although your al- 
lies have an effect on gameplay (i.e. they 
draw enemy fire to varying degrees), you 
aren't responsible for guiding their ac- 
tions or keeping them alive. Aside from 
making good use of available cover, you 
pretty much don't have to worry about 
anything besides taking out enemy troops 
and making sure your current weapon is 
loaded and ready. 

In other words, Call of Duty 2 is a tra- 
ditional run-and-gun FPS, and we 
wouldn't have it any other way. CPU 



by Chris Trumble 



Highlights 



Call of Duty 2 



$59.99 

Activision 

www.callofduty.com 

Genre: First-person shooter 

Game Summary: Take on the Third 

Reich in World War II. 

Who Should Play: Best for late-teen 

and adult players who like action and 

aren't put off by violence and some 

not-excessive blood. 

?^g| Rating: Teen. Blood, 

^T mild language, violence. 
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College 
Hoops 2K6 

Not Quite "Super Scintillating Sensational," 
But Close 
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You may notice a lot of similarities 
between College Hoops 2K6 and 
NBA 2K6. The two have the 
same publisher, the same developer, and 
similar playing styles. Though College 
Hoops 2K6 does have a lot in common 
with its big brother, Visual Concepts 
used rivalries and coaching legacies to 
give this game its own flavor and show 
users that the college and pro games are 
two different forms of basketball. 

The controls are the same as for NBA 
2K6. The A and B buttons are both pass 
buttons. The A button is a normal pass 
to a player you're facing, while the B 
button functions as a lead pass that will 
feed the ball to one of your players in the 
paint. This game really tries to push the 
ball up the court. When you're in the 
backcourt, you have to make sure you're 
pointed to your target when you pass, 
otherwise the game has a tendency to 
chuck the ball up the court instead of 
across it, resulting in a lot of steals for 
the opposition. 



The game features a bunch of game 
play modes. The simplest is the Quick 
Game mode. This lets you pick two 
teams to have a quick battle. If you're 
looking for something long term, check 
out the Legacy mode. This lets you set up 
a coach's profile. You'll start out man- 
aging every basketball aspect of a small 
school such as practices, recruiting, 
scheduling, and assistant coach manage- 
ment. As your team improves, you'll get 
job offers from more prestigious pro- 
grams. You can choose to take a high- 
profile job or you can stick with your 
current school. 

If you need a chance to learn the ba- 
sics, check out the Practice mode. Go 
into Drills where you can set up a scrim- 
mage, work on your shot timing, or even 
play some fun schoolyard games such as 
Knockout and 21. 

Much like NBA 2K6, the graphics on 
the court are well done. The players 
move smoothly, and the footwork is de- 
cent, though when someone steps in 



front of you to block your path, your feet 
will keep running even though you're not 
moving. We did notice some pixelization 
in the uniforms when we were playing 
knockout in practice mode at 1080i. The 
arenas aren't the most elaborately de- 
signed auditoriums, and members of the 
crowd are poorly detailed. The players' 
faces are adequate, though they could be 
much better. We also noticed that there 
is only one face template used for the fe- 
male cheerleaders and one face template 
for the male cheerleaders, so while you 
might notice different skin tones, don't 
freak out if you glance at the halftime 
show and notice that the cheerleaders 
look like identical siblings. 

All in all, College Hoops 2K6 is a solid 
game if you want to pick up a new basket- 
ball title. You won't be awed by the envi- 
ronments you play in or the graphic detail 
of the players, but the vast selection of 
NCAA teams plus your ability to create 
your own players, teams, and legacies keep 
this game fresh even after you've played it 
a while. If you're looking for a decent at- 
tempt to translate the passion of college 
basketball to the Xbox 360 platform, 
check out College Hoops 2K6. CPU 



by Sam Evans 



Highlights 



College Hoops 2K6 



$59.99 

Visual Concepts 

www.2ksports.com/games/choops2k6 
Genre: Sports 

Game Summary: Whether it's as a 
coach or player, you have the opportu- 
nity to lead your team through March 
Madness and guide them to a National 
Championship. Start a dynasty, and 
you can recruit the top high school 
talent and make your team a force to 
be reckoned with for years to come. 
Who Should Play: People who prefer 
the passion of collegiate basketball to 
the precision of the professional game 
j™3 Rating: Everyone. No trash 
^£ talking here; these teams let 
their play do the talking. 
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Condemned: 

Criminal Origins 



Embrace The Horror 




A number of very nice-looking 
Xbox 360 games have hit store 
shelves since the system launched 
last November, but Condemned: 
Criminal Origins is still one of if not the 
best-looking games on any platform any- 
where. The game delivers the sort of 
hyper-realistic graphics that we hoped the 
next generation of consoles would pro- 
vide, and it does so while positively drip- 
ping atmosphere. 

In Condemned you play as Ethan 
Thomas, a member of the FBI's Special 
Crimes Unit. In the opening sequence, 
you arrive at the scene of a homicide to 
investigate the crime's possible connec- 
tion to a string of murders perpetrated by 
a nutjob called Matchmaker. The aban- 
doned building where the crime took 
place is dark and foreboding, but not 
nearly so dark as the events that begin to 
unfold once you get deep within its rot- 
ting confines. 



Shortly after you examine the grisly 
crime scene using the latest in forensic 
technology, frantically violent criminals 
start attacking you with little regard for 
their own safety and with none for the 
potential consequences of their actions. 
Your character has his gun taken from 
him by a lunatic and knocked uncon- 
scious, waking to find himself wanted for 
questioning in connection with the 
deaths of two policemen shortly there- 
after. From that point on, you're on your 
own save some assistance from a friend in 
the FBI who helps you by processing the 
forensic evidence you submit via various 
portable devices. 

It's abundantly clear from the get-go 
that Condemned is more than just your 
garden-variety murder mystery; the 
game's story is packed with supernat- 
ural twists and turns. The bizarre nature 
of the actions of your adversaries com- 
bined with the oppressively dark quality 



of Condemned's environments con- 
tribute effectively to the tension you 
feel from the opening sequence to the 
end of the game. 

The fact that the game keeps you so 
on edge throughout is especially impres- 
sive given that the action in the game 
(lots and lots of fighting, mostly of the 
up-close and brutal kind) tends to be 
somewhat repetitive. You head to de- 
caying urban locales looking for clues; 
freakishly nasty perps attack you; and 
you beat them down then rinse and re- 
peat. That's pretty much the extent of 
the Condemned experience, aside from 
the time you'll spend gathering the afore- 
mentioned forensic clues. 

We like the mechanics of the forensic 
aspect of the game, except that Con- 
demned does a little too much hand- 
holding in this regard. We asked a 
Monolith team member about this the 
first time we saw the game at E3 2005, 
and he said that the development team 
didn't want players to slow the game 
down by spending too much time 
searching for evidence. It's a fair point, 
but we would've liked a bit more free- 
dom to investigate on our own. 

This is a minor complaint, however, 
and isn't much of a detriment to the 
overall experience. If you enjoy dark, 
gritty action games that freak you out a 
little, Condemned: Criminal Origins is 
a slam-dunk. CPU 



by Chris Trumble 



Highlights 



Condemned: Criminal Origins 

$59.99 
Sega 

www.sega.com/gamesite/condemned 
Genre: Survival-horror 
Game Summary: Track down a psy- 
chotic killer via first-person action. 
Who Should Play: Adults with strong 
hearts and stomachs and a taste for the 
macabre 

Wm Rating: Mature (17+). Blood 
|j|l and gore, intense violence, 



Mi strong language 
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Dead 
Or Alive 4 

Harajuku Smackdown 




One thing consoles do better 
than PCs is head-to-head 
fighting games. Something 
about player-vs. -player combat with a 
pair of thumb-busting gamepads will re- 
mind you why you dropped $400+ on an 
Xbox 360 in the first place. 

You'll backhand. You'll headbutt. 
You'll juggle a 350-pound biker with 
your feet. And you'll feel vaguely guilty 
for enjoying the poundings you dish out. 

Said poundings are bloodless, but 
they're rife with crunches, thuds, and 
squeals of pain. Your controller shakes 
when you take a hit. Big ups to Tecmo for 
the Steve Vai and Aerosmith soundtrack, 
too. Play this game with a subwoofer. 

DOA4's environments are detailed, col- 
orful, and hitch-free. More than just 
window dressing, the scenery is full of 
smashable objects and even hazards, such 
as swooping pterodactyls. You'll kick op- 
ponents into chasms and then follow them 



down for more tough love. You'll guffaw 
as your foe gets struck by a passing cop car. 
And you'll cringe as someone plants your 
face through a lighted disco floor. 

Of course, each character has his or her 
special moves, which make for a lot of 
"Whoa! How'd you do that?" and "Not a 
clue!" vignettes in the living room. You'll 
figure out more special moves the longer 
you play, usually through the time-honored 
technique of random button pushes. The 
users manual is next to useless regarding 
control maps, as it unwisely refers to the ac- 
tion buttons by different letters and colors. 

Each character's name and background 
is revealed in the users guide along with 
minutiae such as their blood type and hob- 
bies. You'll soon make up your own, more 
descriptive nicknames for them, such as 
Windmill Chick, Hyena Boy, and Pearls 
In A Blender. Some characters are deeply, 
fundamentally annoying; others are so cute 
that you just want to rub their little heads. 



There's a drunken Chinese guy who 
looks like Edgar Winter with vertigo. 
There's also a nice lady whose Las Vegas 
chorus girl costume was apparently made 
of a miracle fabric by a tailor obsessed 
with Elvis Presley and Mexican pro 
wrestling. Character physics border on 
the, uh, mesmerizing. 

DOA4's story mode lets you guide 
each character to some goal only reach- 
able by beating people up. You unlock 
new costumes and other content along 
the way, and you're rewarded for beating 
the teleporting Alpha- 152 with a way- 
cool cinematic tailored to your fighter. 

There's also a sparring mode in which 
your computer opponent just stands there 
(you can make her or him block or fight 
back, too), so you can try out each charac- 
ter's freaky moves without getting a hard 
palm to your sternum. Icons along the 
bottom of the screen log the stick posi- 
tions and buttons you've pressed, so you 
can figure out which combos evoked par- 
ticular moves. 

Besides the game variations DOA4 of- 
fers, you'll find yourself challenging your 
human opponents to parameters such as, 
"OK, nothing but A-button throws!" Of 
which, by the way, Kasumi does the most 
hilarious ever. 

I had more fun playing (and replaying) 
Dead Or Alive 4 than any other 360 
game. Period. CPU 



by Marty Sems 



Highlights 



Dead Or Alive 4 



$59.99 

Tecmo/Team Ninja 
www.deadoralivegame.com 
Genre: 3D Fighting 

Game Summary: Kick your opponent's 
body parts as far away from you as 
possible. 

Who Should Play: Best for social 
gamers with attention spans too short 
for WoW 

S 32 ^ Rating: Mature. Violence, pro- 
lyl fanity, and jiggliness 
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Dead Rising 

Shop Til You Drop (Dead) 

[This is a PREVIEW based on demos and trailers only.] 




It's just another quiet morning at the 
mall until a horde of zombies shows 
up. You need to defend yourself, but 
should you head for the guns or check out 
the hardware store? Chainsaws don't have 
much range, but they're tons of fun. And 
you'll need to choose quickly because the 
zombies are shuffling your way, and the 
clock is ticking. The next 72 hours will be 
the most important (or last) of your life. 

Capcom puts a fresh spin on the 
trapped-with-zombies storyline by giving 
the hero multiple goals and letting you de- 
cide which he'll pursue. The game has two 
over-arching themes, and we get the im- 
pression they sometimes conflict: escape 
(via a helicopter) and/or solve the mystery 
that has turned the town of Willamette 
into a death trap. (Note that we based our 
preview on demos and trailers, as full game 
betas were not available at press time.) 
Freelance journalist Frank West would like 
to accomplish both tasks, as the news story 
would lead to fame and fortune some- 
where far from flesh-eating zombies. 

But players can set other goals for 
Frank. For example, you may want to 



knock off some of the survivors to take 
their weapons. Many of the living people 
holed up in the mall are heavily armed 
and dangerous (and some have info 
about what's happened here). Or you 
may want to rescue the helpless. Of 
course, you might just want to check out 
the stores and the wares inside them. You 
can use many of the items lining store 
shelves as weapons. 

The merchandise and other items you 
might expect to find in a shopping mall 
can make for bloody or funny action. 
Even the most mundane items, including 
shovels, sledgehammers, hedge trimmers, 
and dinner plates are potential weapons 
in this setting, but the stores have plenty 
of unusual offerings, such as a battleaxe 
and a light saber. Pale though the zom- 
bies are, they certainly haven't lost much 
blood — yet. As Frank slashes his way 
through the undead horde, blood sprays, 
pools, drips, and pours. 

It's up to you to create the zombie 
humor, but Dead Rising's creators give 
you plenty of comedic props. A game 
trailer shows Frank plunking construction 



cones, buckets, and horse-head masks 
onto the heads of wandering zombies. 
Unproductive? It seems so. Funny? Oh 
yes. And if you're a food fight fan, you'll 
love the grocery store, which has fruit 
displays. To top things off, Frank can 
swing a golf club, which means you can 
use it as a cudgel or drop the dead with a 
well-placed drive. We can only hope that 
the sporting goods store has an unlimited 
supply of Titleists. 

Objects aren't Frank's only weapons. 
Frank earns Prestige Points as he gets 
more pictures for his article and com- 
pletes the game's mini-missions. The 
points help him get special zombie- 
killing abilities as the game progresses. 
He'll need to eat food to regain his health 
after suffering bites. 

Capcom leverages the Xbox 360's 
power to put dozens of zombies onto the 
screen at once. Thanks to these mobs 
(which lunge suddenly when they near 
living humans), you'll quickly feel claus- 
trophobic in the shopping center's large 
halls. Capcom couldn't give us a specific 
release date but plans to launch the game 
in the second quarter of 2006. CPU 



by Joshua Gulick 



Highlights 



Dead Rising 



[Price not yet available] 
Capcom 

www.capcom.com 
Genre: Action 

Game Summary: Put the dead where 
they belong as you rescue the good 
guys, blast the (living) bad guys, scoop 
the biggest news story of your life, and 
escape to reap the rewards. 
Who Should Play: Adult gamers who 
won't cringe at the sight of blood- 
lots of blood. And did we mention the 
living dead? 

™^] Rating: Not yet rated, but the 
TOP game should have plenty of 
blood and zombie-smacking vi- 



olence. We wouldn't be surprised to 
see an M (Mature) rating when it hits 
store shelves. 
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The Elder Scrolls IV: 

Oblivion 

The Gates Of Oblivion Await 




Oblivion is the follow-up to the 
smash hit Elder Scrolls III: 
Morrowind, which was named 
the 2002 RPG (Role-Playing Game) and 
Game of the Year on the PC and Xbox. 
Although Oblivion shares the Elder Scrolls 
prefix with Morrowind, it is not a true se- 
quel. Fans of the series will recognize the 
races and atmosphere of Cyrodiil, which 
makes for Oblivion's fantasy-inspired set- 
ting. If you're unfamiliar with the events 
of the previous chapters, you can pick up 
any of the more than 400 books for a 
good deal of Elder Scrolls lore and history. 
As you begin, you'll choose your charac- 
ter's name, race, sex, and appearance. The 
game opens with your character stuck in a 
prison cell with no items, a few patched 
pieces of clothing, and a derisive fellow in- 
mate. Playing the game from the first- 
person perspective seems to work best, but 
using the third-person perspective is an op- 
tion. After a short wait, Emperor Uriel 
Septim VII (voiced by Patrick Stewart) and 
his protectors invade your prison cell to ac- 
cess its secret passage. As you follow the 



Emperor through the cave-like passage, 
you'll pick up armor, weapons, and various 
items that will come in handy. Combat 
early on is mostly limited to rats and gob- 
lins, but a tutorial helps you with the basics 
of moving and fighting. Combat in 
Oblivion is performed in real time, which 
lets you block attacks, hurl magic spells, 
and swing weapons in rapid succession. 

As you progress through the passage, 
you're asked to choose your birthsign and 
character class. The birthsign carries with 
it magical powers, and the class lets you 
choose your specialization, a few primary 
attributes, and your major and minor 
skills. Another aspect of Oblivion's open- 
endedness involves speaking to NPCs 
(nonplayer characters). To get what you 
want, you can intimidate with threats or 
charm with jokes and compliments. 

As you explore the game and speak to 
NPCs, you'll undoubtedly pick up dozens 
of quests. The epic main quest is where 
you'll find the real meat of the game, but 
the optional quests often have valuable 
spoils. The quests are kept in order in your 



Journal, which also features a map of 
Cyrodiil, your current items, weapons, 
armor, equipment, magic spells, and gold. 
You can make any of your collected quests 
active to display markers on your compass 
and map to help you get your bearings. 
Although there's a steep learning curve to 
the Journal layout, the fighting and other 
actions are intuitive and enjoyable. 

According to Bethesda, the main quest 
can be completed in 20 to 25 hours. If 
you're an adventurous or curious player, 
you'll easily get more than a hundred 
hours out of Oblivion. The enormous and 
varied landscape features nine major cities, 
200-plus dungeons, more than 1,500 
NPCs, four guilds you can join, 40 crea- 
tures to slay, five breeds of horses you can 
buy and ride, and houses you can purchase 
and decorate. There are a few technical 
hiccups and occasional loading screens, but 
neither detracts from the deep and satis- 
fying experience of playing Oblivion. CPU 



by Andrew Leibman 



Highlights 



The Elder Scrolls IV: Oblivion 

$59.99 Standard Edition; $69.99 
Collector's Edition 
Bethesda Softworks 
www.elderscrolls.com 
Genre: RPG (Role-Playing Game) 
Game Summary: Moments before 
Emperor Uriel Septim VII is assassi- 
nated, he gives you the task of finding 
the secret heir of the throne before the 
unleashed hordes of Oblivion, the 
game's demonic underworld, take over 
and destroy Tamriel. 
Who Should Play: Best for gamers who 
are interested in long, open-ended role- 
playing games but don't mind the nec- 
essary time commitment. 
Egg Rating: Teen. Violence, blood, 
^T and gore; and the use of mild 
- language, sexual themes, and 



^ 



alcohol. The content of the game itself 
may be appropriate for children 13 and 
older, but parents should be aware that 
violence is a dominant part of this 
game. 
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FIFA 06: 

Road To FIFA 
Worid Cup 

Bent, But Not Like Beckham 





t X 







When we popped in FIFA 06: 
Road To FIFA World Cup, 
we weren't quite sure what to 
expect. It had been a while since we'd 
laced up the soccer cleats, so we were 
hoping we had a game that could explain 
the basics to us and give us the opportu- 
nity to "take off the training wheels" as 
we got better. Unfortunately, that wasn't 
the case. We started out in a practice ses- 
sion, and the team we were scrimmaging 
quickly squashed any and every attempt 
we had to score a goal. Instead of giving 
us a bike with training wheels, even the 
practice mode threw us into a sink-or- 
swim situation. 

The in-game graphics were also a disap- 
pointment. In order to give a decent view 
of the playing field, EA had to pull the 
camera back, shrinking our players down 
considerably. Doing so really takes away 
from their definition. Even if you change 



the camera angle, it doesn't really help. 
The crowd and stadium are also underde- 
veloped. All the graphics aren't disap- 
pointing, though: The slow motion replays 
in this game are awesome. They really 
show how good the game could have been. 
Also nice is the user-friendly interface. 
You won't be bombarded with options, 
but the features FIFA 06 does offer are 
easy to sort through. Normally if you're 
in one section of a game and want to go 
to a different section, you'll have to quit 
the section you're currently in, go to the 
main menu, and select the section you 
want to go to. In FIFA 06 you can go to 
multiple sections without going to the 
main menu. For instance, if you're in the 
middle of a mean practice session and de- 
cide you want to play a tournament, you 
can go to the Road To FIFA World Cup 
option, or you can create or load a tour- 
nament from your practice session. You 



can't get everywhere this way, though. If 
you want to go to Xbox Live or if you 
want to check out a lot of the EA Sports 
Extras such as the EA Sports Track, 
you'll still have to go through the Arena 
(the FIFA 06 main screen). 

Whether you go to the Arena a lot or 
you tend to skip from section to section, 
you'll still have to deal with loading 
screens. FIFA 06 realizes that not all 
gamers are blessed with patience. For the 
restless users, EA Sports has introduced 
interactive loading screens. As your game 
situation loads, you can practice in a 
four-on-one setting. 

FIFA 06: Road To The World Cup 
has several things going for it. The inter- 
active loading screens and killer slow mo- 
tion graphics show that this game has so 
much potential. Unfortunately, for most 
of the game, you're struggling to control 
tiny, poorly defined figures in obscure 
stadiums. If you're a soccer fan desperate 
to take your passion to the 360 platform, 
then buy this title. You won't mind the 
shortcomings. But for those who are 
gamers first and sports fans second, FIFA 
06 Road To FIFA World Cup is a free 
kick that is horribly shanked. CPU 



by Sam Evans 



Highlights 



FIFA 06: World Cup 



$59.99 
EA Canada 

www.easports.com/games/fifa06 
Genre: Sports 

Game Summary: Play as your favorite 
national soccer team as you practice 
and take on opponents in a quest for 
the World Cup. 

Who Should Play: Best for people who 
have a decent knowledge of soccer; if 
you're a soccer beginner and want to 
learn more about the game, go a dif- 
ferent route. 

nnnci Rating: Everyone. For a sport 
^* known the world over for its 
wildly passionate fans, crowds 



<Mfm 



in this game are subdued. On the field 
play is just as gentle. 
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Fight Night 
Round 3 

Get Set To Enter The Ring 




The good news is that Fight Night 
Round 3 is an outstanding boxing 
game. The bad news is that Fight 
Night Round 3 is still just a boxing 
game. This isn't a critique of boxing — 
you'd need more space than a magazine 
permits in order to do that. But Fight 
Night is limited by the rules of its genre: 
At its root it's always about two guys 
punching each other silly. While fighting 
games like the Dead or Alive series can 
keep the action fresh by working in crazy 
gimmicks, Fight Night's realistic simula- 
tion of two boxers squaring off gets repe- 
titious pretty quickly. 

The career mode is straightforward. 
First you build your boxer. Virtually all 
aspects of appearance are configurable, 
and you set the boxer's attributes and 
fighting style to their initial levels. Once 
you've created your boxer, you get to 
choose fights from a list of prospective 



opponents who vary in skill and tech- 
nique, as well as in the rewards that are 
obtained from defeating them. After you 
accept a fight, you train, meaning you 
play a mini-game to attempt to build up 
your fighter. (The mini-games are merely 
OK.) You can also buy gear that increases 
your fighter's attributes — or just makes 
him prettier. Then, you fight your oppo- 
nent. Win or lose, you choose a new 
fighter to take on. Repeat . . . and then 
repeat again and again. 

The simulation of the boxing seems re- 
alistic. You control all the movement of 
your fighter, including the direction of his 
punches and his defenses. This makes for 
pretty complex controls, but the learning 
curve isn't terrifically steep. There are 
multiple difficulty levels, so you should 
never feel frustrated by the action. 

The production values are high, par- 
ticularly the graphics and the fighting 



arenas that create a great retro feel. 
However, the animations and the 
fighting calls quickly become repetitious, 
as well. Watching a stream of blood fly 
out of a falling fighter's mouth was fasci- 
nating the first time I saw it — but by the 
20th time, I found myself hitting the 
skip animation button repeatedly to ad- 
vance to more action. The ring an- 
nouncers' commentary lets you know 
how much damage your fighter is taking, 
but then they quickly run out of new 
things to say. 

Unfortunately, the game is completely 
overrun with corporate logos. You might 
think that if you spend $60 on a game 
that you might be free from commercials, 
but you'd be wrong. Using the grimacing 
fast food mascot as a trainer was simply 
too much, and it undermined the retro 
ambience of the game. 

Even with single player matches 
against legends like Ali and Frazier, the 
game is best enjoyed against live competi- 
tion. Smacking the sense out of an online 
opponent while taunting all the while is a 
pleasure all its own. Also, the challenge of 
human opponents reduces the repetition 
of the career mode. 

Ultimately, this game is still mostly for 
boxing junkies. If you can't remember 
the last time you watched boxing on TV, 
you'll probably get your fill of this title 
from a weekend rental. CPU 

by Shawn Mummert 



Highlights 



Fight Night Round 3 



$59.99 
EA Sports 

www.easports.com/fightnightround3 
Genre: Sports 

Game Summary: Create your own 
boxer and fight your way to glory. 
Who Should Play: Boxing fans and on- 
line sports junkies 

lQ^ Rating: Teen. Blood, mild lan- 
^T guage, suggestive themes— 
particularly ring girls in bikinis, 



and violence 
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Final Fantasy 
XI Online 

The Xbox360's First MMORPG 



[This is a PREVIEW based on beta.] 




Originally released in the United 
States for PC and PlayStation 2 
in October 2003, Final Fantasy 
XI makes its way to the next generation 
500,000-subscribers strong and teeming 
with more than 1.5 million characters. The 
Xbox 360 version of Final Fantasy XI in- 
cludes the game's three expansion packs: 
Chains of Promathia, Rise of the Zilart, 
and the new Treasures of Aht Urhgan. To 
play you'll need the Xbox 360 Hard Drive 
and high-speed Internet access. We also 
recommend a USB keyboard for chatting 
with other players and mapping shortcuts. 
The monthly subscription fee is $12.95 
per character. Each additional character 
will cost another dollar per month. 

At the outset, you'll get to create your 
own character by choosing one of five 
races, each of which has strengths and 
weaknesses that you'll have to work with 
for the rest of the game. You can also per- 
sonalize the look of your character with 
different hair styles, faces, and body sizes. 
Next, players can select one of six jobs, 



including Warrior, Monk, White Mage, 
Black Mage, Red Mage, and Thief. Each 
job carries with it special abilities and a 
unique combat style, but you can swap 
your job at any point in the game. Your 
character gains experience every time you 
defeat an enemy, which eventually helps 
you attain higher levels. Other jobs be- 
come available as your character reaches 
level 20 and greater, such as Bard, Dark 
Knight, Beastmaster, and the newly intro- 
duced Puppetmaster. 

Final Fantasy XI is set on the monster- 
besieged land of Vana'Diel, where you'll 
have the choice of starting in one of three 
regions: the Republic of Bastok, the 
Federation of Windurst, or the Kingdom 
of San D'oria. You can travel freely be- 
tween any of the regions, but you'll want 
to stick close to home until your character 
is strong enough to venture forth. 

Specialization is the key to Final 
Fantasy XI. The better you are at a given 
field of combat, such as black magic, 
white magic, or melee attacks, the more 
attractive you'll be to other players. You'll 



need to team up with others and work to- 
gether to defeat tough enemies and com- 
plete advanced quests. Final Fantasy XI 
shies away from the player vs. player ele- 
ments of other MMORPGs (Massively 
Multiplayer Online Role-Playing Games), 
which means that you don't have to worry 
about getting your character pummeled 
and ransacked by a more powerful player. 
Communication is primarily via text, both 
from other players like you and from non- 
player characters. 

The game primarily consists of quests, 
missions, and combat. Aside from that, 
there are dozens of alternative things to do. 
You can go fishing; craft various items; 
raise your own giant chicken-like 
Chocobo; bid on and sell items in eBay- 
like auction houses; or explore the vast and 
varied terrain seeking out any of the game's 
numerous secrets and unique items. CPU 



by Andrew Leibman 



Highlights 



Final Fantasy XI Online 



$49.99 plus $12.95 per month for one 
character (First month is free.) 
Square Enix USA 
www.square-enix.com 
Genre: MMORPG (Massively 
Multiplayer Online Role-Playing Game) 
Game Summary: Final Fantasy XI is a 
Massively Multiplayer Online Role- 
playing Game cast in the familiar mold of 
the Final Fantasy series. The object of the 
game is to create your character, gain 
experience, and team up with other 
players as you explore the truly gargan- 
tuan universe encompassed in the Final 
Fantasy XI and the three expansion 
packs: Rise of Zilart, Chains of 
Promethia, and Treasures of Aht Urhgan. 
Who Should Play: Gamers interested in 
long, open-ended role-playing games 
but who don't mind the slow progress 
and the necessary time commitment 
, ?W ] Rating: Teen. Includes animated 
^| blood, mild language, and vio- 
~ lence. The content of the game 



ffl 



itself may be appropriate for children 13 
and older, but due to the online nature 
of the game, exposure to profanity is 
not uncommon. 
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Full Auto 

Go Ahead, Drive Angry 




Racing games have been a staple 
of the video game industry since 
its inception (or shortly there- 
after, anyway), and they're generally a 
pretty good measuring stick for a new 
console's performance. The Xbox 360 
has its fair share of racing games, too, and 
without exception they look incredible, 
but only one offers a blend of high-speed 
racing and ultra-destructive combat, and 
that's Full Auto. 

That's right; whereas some racing 
games don't even model vehicle damage, 
Full Auto models everything damage. 
Pretty much everything on-screen is de- 
structible, from the crush of vehicles in 
the streets to the buildings that line 
them, and it all looks very good blowing 
up and crashing down. 

Full Auto's premise is simple: You're 
in a street race where anything goes, 
and you have massively powerful 
weapons bolted onto your car. The 
game features 21 vehicles of all kinds, 



and each is capable of unleashing 
incredible mayhem on its surround- 
ings thanks to hood-mounted machine 
guns, on-board rocket launchers, rear- 
mounted mine layers, and so on and so 
forth. Throw in regular traffic, inconve- 
niently parked fuel tankers, and a 
number of ramps, and you have a pretty 
interesting situation. 

As we mentioned a moment ago, Full 
Auto looks great. Its buildings are in- 
credibly realistic, and the cars in the 
game are flat-out gorgeous, with shiny 
paint jobs that reflect everything in 
sharp detail. Explosions, fire, smoke, 
and other visual tasties add to the fun, 
as does a physics engine that plays a 
little fast and loose with natural laws 
but makes for adrenaline-surging races. 
And if all of that isn't cool enough, the 
game even has a built-in electronic mul- 
ligan system called Unwreck. Say you 
take a corner a little too wide and slam 
into a set of gas pumps, igniting a blast 



that sends your car hurtling into the air 
and dramatically lessening your chances 
for victory: Press the Unwreck button 
(the right shoulder button above the 
trigger), and Full Auto takes you back a 
few seconds, giving you a chance to 
shave valuable seconds off of your lap 
time by missing the gas station instead. 

Your Unwreck meter fills as you wreak 
havoc on your surroundings, so don't be 
shy about renovating the city. Speaking of 
meters, you also have a boost meter that 
you can fill by sliding through corners to 
avoid slowing down. When the boost 
meter is full, you can get a brief turbo 
boost that is especially handy if you find 
yourself behind the leader. 

Full Auto sounds pretty good, too, al- 
though its industrial beats and sound ef- 
fects pretty much always take a backseat to 
its graphics, and its controls are easy to 
pick up in a few short minutes. The game 
also sports a decent slate of multiplayer op- 
tions, including split-screen local multiplay 
for you and a friend and Xbox Live sup- 
port for races including up to eight players. 

We'd have liked a little more depth; 
Full Auto is almost too easy to master, and 
the single-player experience doesn't offer a 
great deal of replay value once you've seen 
all the cars and tracks. But the game's 
multiplayer options and live opponents 
will keep things interesting for some time 
to come, and although there are more real- 
istic racing games out there, there aren't 
any that are more fun to play. CPU 



by Chris Trumble 



Highlights 



Full Auto 



$59.99 

Sega 

www.sega.com/gamesite/fullauto 

Genre: Combat racing 

Game Summary: Win street races with 

driving skill and firepower. 

Who Should Play: Best for pretty much 

anyone 13 and older who enjoys ar- 

^^ cade-style racing and shooters 

^^ Rating: Teen. Violence 
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Gears Of War 

Horror & Guns & Baddies, Oh My! 




Just as with Hollywood studios, 
game developers keep pushing the 
envelope to see just how much re- 
alism and horror they can jam into a 
single game. One of the freshest manifes- 
tations of this trend is the upcoming 
Gears of War, a shooting game hell-bent 
on making players believe they've been 
sucked into a sprawling Armageddon- 
style movie of epic proportions. 

Feast Of Fright 

On the surface at least, the storyline 
looks to be a yawner, following the same 
kind of paint-by-the-numbers plot points 
utilized by so many other shooters: 
Disgraced war hero picks up his weapons, 
looking for redemption by saving the 
human race. The twist here is that the 
threat comes not from above, but below, 
in the form of the Locust Horde, an ugly 
bunch of wannabe Hell's Angels that 
emerge from Earth's cellar. 

The game is built on Unreal Engine 3, 
which enables a long list of graphical capa- 
bilities, including advanced dynamic 



shadowing, realistic coloring, an entire 
range of environmental effects, and much 
more. Thanks to the screen shots they 
provided, it's clear that MS Game Studios 
intends to capitalize on those capabilities 
by giving Gears of War an ominous feel 
full of rusted cityscapes. Expect a lot of re- 
alism in the graphics, from the ubiquitous 
gore to the differences in environment. 
Objects sitting in the rain, for example, 
will have that glossy, realistic wet look, 
while those that have been sitting inside 
have more muted lighting effects. 

This isn't a typical shooting game. 
Instead, you control a fallen hero named 
Marcus Fenix, as well as his small squad 
of troops. MS Studios promises that your 
A. I. -enabled teammates will move intelli- 
gently, responding to your orders and 
also taking cover and defending them- 
selves when appropriate. If those prom- 
ises hold true, those characteristics will 
come in handy because the developer says 
every battlefield in the game will be 
chock-full of danger. 

Although monster blasting will take 
first priority, the game also will have a 



cinematic feel. Expect plenty of cut 
scenes that will transition you from one 
mission to the next, as well as fully devel- 
oped characters that stay true to form 
throughout the game. If everything 
comes together as MS Studios and Epic 
Games hope, the end result will make it 
feel as if you're calling the shots in a 
crazy, futuristic action flick. 

To further this suspension of disbelief, 
there are no levels in this game. Once 
you load the world, you're in it without 
the level-loading pauses of most games. 
You receive audio mission briefings from 
a remote dispatcher, and you'll rely 
heavily on her directions to find your 
way in this deadly environment. 

Let The Onslaught Begin 

Few 360 games will match the kind of 
prerelease anticipation of Gears of War — 
and thanks to massive prerelease hype fu- 
eled by game forum speculation, players 
and developers alike will be holding their 
breath to see if it can spawn the kind of 
devotion bestowed upon the Halo series. 
When Gears finally emerges, expect the 
gaming masses to battle the hordes for 
months on end. CPU 



by Nathan Chandler 



Highlights 



Gears of War 



[Price unavailable as of press time] 
MS Game Studios 
www.gearsofwar.com 
Genre: Third-person shooter 
Game Summary: A tactical shooter in 
which you take control of a disgraced 
war hero battling to save humankind 
Who Should Play: Anyone who likes 
shoot-'em-up games and has a thing 
for haunted houses 
™m Rating: [Probable rating of 
wjl Mature.] One demo showed 
monsters feeding on a human 



tes 



corpse. Anticipate plenty of in-your-face 
gore and violence. Parents will want to 
think twice about buying this one for 
their kids, and squeamish types beware. 
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Tom Clancy's Ghost Recon 

Advanced 
Warfighter 

Save The President, Soldier! 




Tom Clancy writes immensely de- 
tailed books about global con- 
flicts — it's only right that a game 
bearing his name should be just as com- 
plex. While Tom Clancy's Ghost Recon: 
Advanced Warfighter represents a tremen- 
dous achievement, its tremendous com- 
plexity may scare off inexperienced gamers. 
The game takes place in 2013. A crisis 
in Mexico City has erupted, with the as- 
sassination of the Canadian Prime 
Minister and the disappearance of the 
American President. Now events threaten 
to spin out of control, as a Mexican gen- 
eral attempts to seize power through a 
coup. To restore order, a team of 
"Ghosts" is called upon. The Ghosts are 
a team of high-tech soldiers that have ad- 
vanced surveillance gear and weapons, all 
linked by satellite for better communica- 
tion and control. Playing as Captain 
Scott Mitchell, you must lead the Ghosts 
through the missions to save the 
President and avert a looming disaster. 



The specialty of the Ghosts is stealth 
and finesse. They're not pushovers — 
you'll kill dozens of enemy forces 
throughout the game — but if you're 
thinking that you'll be able to run 
through the game mowing down the 
enemy like you're playing Halo or a 
Doom-like first person shooter, you're 
sadly mistaken. You'll find yourself, more 
often than not, crouched behind a bar- 
rier, looking for that clean shot to kill a 
distant enemy. And, because the game 
has a fair degree of realism, one good 
shot can finish you off, too, although 
most of the time it will take several bul- 
lets to kill Captain Mitchell. Make no 
mistake: This is a very challenging game. 

The complexity of the game is obvious 
in the multitude of controls. Every Xbox 
button, stick, and pad are in use in Ghost 
Recon, as you will need every element of 
your controller to direct your team of 
Ghosts, as well as your airborne support, to 
help you in your mission. The game 



provides a training mission to help alleviate 
the learning curve, and most of the com- 
plex elements are introduced incrementally 
throughout the game. However, this 
doesn't eliminate the underlying com- 
plexity of the controls, which will un- 
doubtedly scare off some casual gamers. 

The game itself looks beautiful. The 
world is lovingly drawn, even if it feels a 
bit devoid of humans, other than the en- 
emies that you face. The lighting effects 
are particularly well done, with the sun 
getting in your eyes on multiple occa- 
sions. The voiceover acting is also top- 
notch, and the graphic depictions of the 
soldiers are very realistic. 

The single-player mode is outstanding, 
but the online action allows you to com- 
pete in teams to kill off opponents and 
raises the stakes to another level. There are 
a variety of modes other than the straight- 
forward kill-the-other-team deathmatch. 

For casual gamers wanting to casually 
mow down terrorists for 15 or 20 min- 
utes, Ghost Recon: Advanced Warfighter 
may prove frustrating or, even worse, the 
game may strike new gamers as being 
more work than fun. But for experienced 
gamers and for those looking for a real 
tactical challenge, Ghost Recon: 
Advanced Warfighter fits the bill. CPU 

by Shawn Mummert 



Highlights 



Tom Clancy's Ghost Recon: 
Advanced Warfighter 

$59.99 

Ubisoft 

www.ghostrecon.com/us/ghostrecon3 

/index.php 

Genre: War/Action 

Game Summary: Lead a high-tech team 

of soldiers on a mission to save the 

president. 

Who Should Play: Real-time tactics 

fans and experienced gamers looking 

for a challenge 

a^p Rating: Teen. Blood and gore, 

^T intense violence, strong 

wm language, suggestive themes 
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GUN 



Hot Lead & Sore Thumbs 




At long last, there's an Old West 
shooter worth mentioning, and it 
shoots close to the mark. Think 
of GUN as an action game with a strong 
Hollywood Western flavor rather than a 
historically accurate gunslinging epic. 

Perhaps it took the advent of twitch- 
and-frag gaming to make an Old West 
shooter feasible, at least for the type of 
quickdraw action everyone seems to asso- 
ciate with the period. A Mature game 
rating gives GUN free rein to be as violent 
and seamy as "Lonesome Dove" or "The 
Wild Bunch." Fans of the latter will be de- 
lighted to play with the slow-motion, 
time-limited Quickdraw mode, 
which recreates in queasy detail 
the fountains of blood Sam 
Peckinpah brought to the big SinCl 
screen. Quickdraw lets you flick 
from target to target, a real boon 
to gamers who hate using a 
thumbstick for their crosshair work. 

There's a wide variety of things to do 
and side goals to choose from in GUN's 
linear storyline. Colton White — that's 



you — rides a trail of revenge, frontier jus- 
tice, and genealogy. Some short tasks be- 
tween long cutscenes occasionally make 
GUN feel more like interactive TV than 
a game, but that's nothing new. A few of 
the tasks are kind of silly, such as the 
training session in which you kill full- 
grown buffalo with one crack of your 
horse's hooves. Context-sensitive meters 
abound, such as the Town Patience 
rating, which drops every time you 
trample a citizen or loose a stray round 
into a mercantile. 

GUN's AI is fairly decent. Attackers 
spread out and use cover in ways you've 

. . the environment 
characters are visually 
impressive . . . 

seen in decades of Hollywood and Sergio 
Leone westerns. The audio tracks well, 
adding to the directional damage cues to 
help you wheel on backshooters. Overall, 



the environment and characters are visu- 
ally impressive, yet the action scenes are 
smooth and hitch-free. You'll recognize 
some big-name voice talent, too, in- 
cluding Brad "Wormtongue" Dourif and 
Ron "Hellboy" Perlman. 

Authenticity? Well, nowhere near 
Call of Duty 2. Most of the action is ar- 
caded up, which is as it should be on a 
console. It takes time to reload your 
single-action revolver or lever-action 
rifle, but there's hardly any blackpowder 
smoke after you shoot. Hit a group of 
enemies with the shotgun at close range 
and watch them fly back as if you had 
used a bazooka. You can shoot flaming 
arrows out of the air. Veins of gold 
openly gleam from the trailsides. Colton 
chugs whisky to gain health. And the 
horses don't seem to mind people 
shooting guns from their backs. 

The dialogue can be embarrassingly 
cliched at times, too. ("The Apaches are 
on the warpath!") Louis L'Amour it ain't. 
Still, there's plenty of grit. You rescue a 
bordello hottie from an evil gang. You 
glimpse the unhappy lot of some Chinese 
railroad workers. Knife fights are almost 
sickeningly fierce, and you can scalp the 
fallen. This ain't no Roy Rogers, singing 
cowboy trip. 

GUN isn't perfect, but it's often fun, 
and it does fill a long-neglected void. 
We're hankerin' for more game developers 
to take this horse and ride with it. CPU 

by Marty Sems 



Highlights 



GUN 



$59.99 
Activision/Neversoft 

www.gunthegame.com 
Genre: Action/Adventure 
Game Summary: Avenge your mentor 
and discover your past in the Old West. 
Who Should Play: Best for shooter fans 
looking for something different 
53rai Rating: Mature. Violence, gore, 
™| mature themes, and profanity 



^^ 
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Kameo : 

Elements Of Power 

More Than Meets The Eye 




gamin; 
Mario 



One gaming genre that console 
gaming has sort of hung its hat 
on over the years is platform 
Nintendo consoles have/had 
Sega consoles had Sonic the 
Hedgehog, and PlayStation consoles 
have had a number of memorable plat- 
form franchises over the years, including 
Crash Bandicoot, Jak and Daxter, and 
Ratchet and Clank. 

With each passing generation of con- 
soles, platform games, like games from 
other genres, have evolved a bit, getting 
deeper, more sophisticated, and in some 
cases blurring the lines between plat- 
form games and other game types. As 
such, we were curious to see how the 
first platform game(s) on the Xbox 360 
would look, and we like the answer we 
got in Rare's excellent Kameo: Elements 
of Power. 



The story that ties the game together is 
more than a tad cliche: You play as the 
titular Elfin heroine, whose family has 
been kidnapped by the evil trolls, and 
must reacquire access to 10 alter-egos 
that give you the power to take on the 
trolls and their evil minions. (There are 
always minions, aren't there?) The big 
difference in this case is that the princess 
is doing the saving instead of being saved. 
Each of her alternate forms is tied in 
some way to one of the basic elements 
and offers its own unique attacks and 
movement characteristics. This is handy, 
because traversing different levels and 
taking on different enemy types requires 
different tactics and abilities — in theory, 
anyway. In any event, the story really 
isn't crucial to the success of a plat- 
former, often taking a backseat to level 
design, interesting characters, and solid 



controls and play mechanics. Kameo ex- 
cels in each of these areas. 

In addition to having fun levels and 
offering plenty of gameplay variety, 
Kameo looks great. True, it's a bit car- 
toonier and as such not quite as elabo- 
rately rendered as a game such as Project 
Gotham Racing 3 or Condemned, but its 
characters are sharp and colorful and its 
high-def environments are very attractive. 
The game also shows off the Xbox 360's 
graphical prowess at times by populating 
the screen with large numbers of detailed, 
moving characters and pulling it off with 
nary a hitch. 

We would have liked the game to 
make us dig a little deeper in exploring 
all of Kameo's elemental powers. At 
times it's too easy to just fall back on 
one or two favorite forms and their re- 
lated moves/attacks to grind your way 
through levels rather than adapting 
your style of play to fit the circum- 
stances. But opportunities to use the 
different elemental forms are there for 
those who want them, as is the ability 
to customize them a bit by choosing 
which ones to upgrade via special fruit 
you'll find as the game progresses. 

Long story short, Kameo: Elements 
of Power looks good, controls well, and 
provides fresh experiences throughout. 
Looks like the platform game is alive 
and well. CPU 



by Chris Trumble 



Highlights 



Kameo : Elemen ts of Power 

$49.99 
Microsoft 
www.kameo.com 
Genre: 3D platform game 
Game Summary: Collect 10 elemental 
warrior spirits, give Thorn and his evil 
trolls the smackdown, and rescue your 
kidnapped family. 
Who Should Play: Best for most 
gamers 1 3 and older who like fantasy 
J^ l action games 
^T Rating: Teen. Animated blood, 
violence 
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Madden 
NFL 06 

Fancy Graphics On The Gridiron 




For a moment, imagine you've 
been stuck on Playstation-era 
sports games — and then suddenly 
you opened your eyes to Madden NFL 
06 on Xbox 360. Your jaw would drop in 
awe at the progression in technology. 
Built pretty much from scratch to take 
advantage of the 360's graphics power, 
this is one beautiful, eye-catching game. 

Much of the fun starts with the 
graphics that everyone's been raving 
about. From panning shots of the sta- 
dium, to close-ups of the faces of players 
and head coaches, the colors and details 
are smooth and crisp. Tony Dungy's an- 
gular features are prominent, Peyton 
Manning glares across the line of scrim- 
mage at opposing linebackers, and Dallas 
Clark's mustache, well, it's still there. 

Players respond appropriately to on- 
field action. If Clinton Portis gets tackled 
behind the line of scrimmage, he'll slam 
the ball to the ground in anger while the 
linebacker who nabbed him celebrates with 
glee. When Steve Smith bulldozes his way 



through a safety to hit paydirt, he'll wave 
his hands in celebration. The crowd, too, is 
responsive. If you go for it on fourth 
down, fans bellow in excitement. 

It's fairly easy to get the crowd into 
the game, too, especially at the lower 
Rookie or Pro difficulty settings. Drop 
back and pass every down, play safe de- 
fense, and you're all but guaranteed to 
steamroll computer competition. Crank 
up the computer's capabilities to All-Pro 
or All-Madden, though, and you'll have 
to make smarter decisions. 

You can do so by honing your skills in 
using the revised play-calling menus. EA 
segmented every play into different cate- 
gories to make it easier for you to quickly 
find the play you need for a particular sit- 
uation. The system isn't much different 
than calling plays in other games, but the 
logical progression into certain play cate- 
gories (formation, play type, etc.) should 
help novices and more experienced 
players alike. And if you are really 
stumped, you can access the Ask Madden 



feature, where you'll hear Madden's voice 
steer you through your possibilities. 

One of the most glaring omissions 
here is the inability to challenge plays. 
Was Brett Favre's arm really in forward 
motion when your linebacker jarred the 
ball out of his hands, or was it the fumble 
you needed to set up your team for a 
fourth-quarter go-ahead score? It doesn't 
matter, because the call that the on-field 
officials make is what you have to accept, 
in spite of the fact that in real-life foot- 
ball, instant replay overrules calls at crit- 
ical turning points time and time again. 

Anyone who's interested in more than 
a basic football game will immediately 
notice other missing components. 
There's no practice mode to help you 
polish your skills, no mini-camp area to 
let you create and develop new players, 
and no scouting features. In other words, 
this game has a lot of hooks, but none 
that will suck in you for weeks on end. 

So while there's little doubt that 
Madden NFL 06 is a technical triumph 
for its outstanding visual elements, this 
one is a typical rushed release. It's pow- 
erful enough to grab your attention but 
leaves you wondering just how much 
better it could've been. CPU 



by Nathan Chandler 



Highlights 



Madden NFL 06 



$59.99 

EA Sports 

www.easports.com 

Genre: Sports 

Game Summary: A football simulation 

that lets you take full control of an NFL 

team stocked with real players. 

Who Should Play: Football fans who 

like a lot of action and a bit of strategy; 

not ideal for players who enjoy a lot 

of behind-the-scenes wheeling 

and dealing 

|™q Rating: Everyone. Mild sports 
violence. There's plenty of hit- 
ting going on, but it's cleaner 

and less graphic than what you'll see 



Em? 



during a televised pro football game. 
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NBA 2K6 

Not A Slam Dunk, But Still Decent 




With EA removing Franchise 
mode from NBA Live 06, 
Xbox 360 gamers are left 
looking for a replacement game that has a 
long-term career mode they can build. 
You can find that and more in NBA 
2K6. However, this game leaves a lot to 
be desired. Here's a quick peek at the 
pros and cons of NBA 2K6. 

If you've been bored with past bas- 
ketball games because of their simple 
configuration, then you'll enjoy NBA 
2K6: It has a complex set of controls 
that will give you a challenge. If you 
can master them, you will have the 
ability to do crossovers, hesitations, 
spins, and many other cool moves. This 
game also uses a trigger function to fit 
even more moves on a single controller. 
The left stick lets you dribble the ball in 
the direction you want, but when you 
hold down the right trigger, you can do 
crossover moves and step back and 
speed boost moves. If you hold down 
both triggers, this gives you yet another 
set of moves. 



Shooting brings another 
interesting twist to NBA 
2K6. The game does have 
the traditional shot button, but if you 
want more control over your shooting, 
you can use the right stick. For instance, 
if you're going in for a lay-up, you can 
use the right stick to choose which hand 
to use and also whether you do a basic 
lay-up or a reverse. 

Nearly as exhaustive as the controls 
are the numerous game modes NBA 
2K6 offers. To get a feel for the game, 
you might want to start out with a 
simple exhibition. If you get brave, you 
can start a season as your favorite team. 
You can also start a dynasty in the 
Association game mode. This lets you 
create a GM who makes personnel 
moves and manages payroll, and you can 
take on coaching responsibilities such as 
the purpose and intensity of practices. If 
you want to go online, you can play a 
quick match, join a league or tourna- 
ment, or create a league or tournament 
of your own. 



One aspect of NBA 2K6 that didn't 
get exhausted was the graphics capabili- 
ties. For the most part, everything that 
happens on the court is great. The 
players move smoothly — in fact, if you 
look at the screen from far enough away, 
you could actually be convinced you're 
watching a real NBA game. Unfortu- 
nately, the faces aren't as detailed as they 
should be for a game marketed on star 
power. The arenas, cheerleaders, and au- 
dience members show little signs of im- 
provement from earlier games, and the 
background images in the EBC (Enter- 
tainer's Basketball Classic) mode also 
leave a little something to be desired. 

Despite these shortcomings, NBA 
2K6 is a solid game. Just don't let your 
eyes wander too far off the court. 
Control mastery is com- 
plex, so you won't get 
bored playing after a 
short time, and the many 
game modes and player/ 
manager controls give 
this game some staying 
power. We're just hoping 
this title will transition to 
better graphics in future 
offerings. CPU 



by Sam Evans 



Highlights 



NBA 2K6 



$59.99 

Visual Concepts 

www.2ksports.com/games/nba2k6 
/360.php 
Genre: Sports 

Game Summary: Create your own NBA 
Dynasty or make a streetballer who 
can conquer Rucker Park. NBA 2K6 
has a little something for each kind of 
virtual bailer. 

Who Should Play: Best for a basket- 
ball fan who wants a better sense of 
how the managerial aspects of the 
NBA work 

Rating: Everyone. Look 
elsewhere if you want to play by 
the no-blood-no-foul rule. 



mum 
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Need For 
Speed: Most 
Wanted 

Fight The Po-Po & Be Very, Very Fast 




In Old West lore, elusive, saddle-weary 
outlaws had their faces and names 
smeared all over the countryside as they 
tried to hide from posses. These days, po- 
lice track most wanted illegal street racers 
with electronic dispatching capabilities and 
their own rewed-up engines. That theme 
sets the stage for Need For Speed: Most 
Wanted, where you dodge the fuzz on the 
way to your goal of becoming the fastest 
and most feared street racer ever. 

As you streak through city streets trying 
to top your foes, you'll be dogged by up to 
six cops. Your goal is to create as much 
havoc as possible while avoiding arrest. 
Pump up your rap sheet without getting 
caught and your street cred and ranking 
on the Blacklist rises; top this list, and 
you're the most wanted racer in the city. 



and a Lamborghini Gallardo, among 
others. And you won't have to race 
around with stock configurations. You 
can customize many of your car's compo- 
nents, and do your best to optimize en- 
gine performance, too. 

You use the right trigger for the gas 
and the left thumb stick to control direc- 
tion, and for the most part this system 
works fine, with smooth-scrolling visuals. 
There's nothing really new here to revo- 
lutionize the feeling of flying across the 
asphalt at more than lOOmph, but the 
overall experience is definitely fun. And 
as with many other racing titles, you can 
race alone, on the same TV using a split- 
screen view, or on Xbox Live. 

You can jump right into the game with 
a Quick Race, in which the computer ran- 
domly assigns you a (rather slow) car and a 
basic course. The real meat of this game 
lies in the Career Mode, where you gradu- 
ally create cars that move much faster. Of 
course, the better you get, the faster and 
more aggressive your opponents become. 

If you generally shrug at racing games, 
Most Wanted probably won't change your 
mind about this category. But if you love 
fast cars and you've always wanted to leave 
police cruisers eating your dust, you're 
bound to enjoy Need For Speed. CPU 



by Nathan Chandler 



Appropriately, this game takes place 
mostly in a brooding urban environment, 
so you'll see a lot of industrial-looking 
buildings as you blow through the streets. 
The graphics are crisp and clear, with 
plenty of details in the landscape and on 
the cars, as well. Much of the environment 
responds to the cars' actions; construction 
cones and barrels whirl topsy-turvy when 
the car in front of you nicks them, and 
metal light poles clang heavily to the 
ground after a hard hit. The cars them- 
selves, however, don't accrue much 
damage. You might see a cracked window, 
but no dented fenders or blown tires. 

Of course, no racing game is worth a 
gallon of gas if you can't choose from a 
range of cars. You can pick from a Ford 
Mustang GT, BMW M3, Lexus IS 300, 



Highlights 



Need For S peed: Most Wanted 

$59.99 

Electronic Arts 

www.ea.com 

Genre: Racing 

Game Summary: Players vie to become 

the fastest and most notorious driver in 

illegal street racing. 

Who Should Play: Racing fans with an 

Interstate-wide rebellious streak; 

anyone who likes the idea of tinkering 

with high-performance machines to 

make them faster 

i HT ] Rating: Teen. Mild violence and 

^T a lot of high-speed action that 

will appeal to teenagers and 

thrill seekers 



Ijg 
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NHL 2K6 



It's Time To Hit The Ice 



I SJSPORTS 




Hockey is back and what better 
way to celebrate than leading 
your team to Lord Stanley's Cup 
(virtually, of course). 2K Games developed 
NHL 2K6 with hockey fans in mind. 
Players can control line matchups, set 
their team's overall offensive and defensive 
strategies, and even call plays. If you've 
ever wanted your team to crash the net or 
screen the goalie, you'll love this game. 

Since this version of NHL 2K6 is a 
next-gen game, we'll set gameplay aside 
for now and talk about the graphics. Cut- 
scenes look great. You can see the mesh on 
each player's jersey and individual laces on 
each player's skate. Gameplay graphics 
aren't as impressive, although the ice sur- 
face does look phenomenal, especially in 
HD. At standard definition, we occasion- 
ally lost the puck in the on-ice team logos 
and had a harder time seeing players cut- 
ting on the opposite side of rink. 

NHL 2K6 provides plenty of player 
control options. You decide when to throw 
a body check, when to poke check, and 
even when to skate backwards. The physics 
in the game are sound, and if you if you 
miss a big body check in your defensive 
zone, you might give up a goal. Likewise, if 
you get too aggressive with your stick, 



you'll find yourself 
skating off to the 
sin-bin. 

Crease Control is an Xbox 360-specific 
feature that allows you to take control of 
the goalie and make the big save yourself. 
When in Goalie Control mode, a visibility 
cone extends from the goalie. When there's 
a shot, the game pauses briefly and a bulls- 
eye marks the location of the shot. You 
have to move a blue circle over the bulls- 
eye to make the save. If you have the puck 
centered within the visibility cone when 
the shot occurs, you have more time to 
make the save. The feature feels a bit like a 
cheesy side game, but if you're tired of 
your computer-controlled goalie letting in 
the game-winning goal late in the third 
period, this feature at least gives you a little 
bit of control. 

Game Modes 

NHL 2K6 lets you break into the 
game slowly. Hit The Ice mode allows 
you to practice various offensive aspects 
of the game, but you'll have to figure out 
defensive play as you go. If you prefer 
more arcade-style action, you can try the 
Frozen Pond mode. When you're ready 




to get serious, you can start an interna- 
tional tournament or an NHL playoff se- 
ries by selecting Tournament. You can 
also select Season to play a full 82-game 
NHL schedule or an abbreviated 40- 
game schedule. If you want to lead your 
team through several seasons, try out the 
Franchise mode. During Season and 
Franchise modes, you can hold team 
practices to improve individual skills and 
scrimmages to improve team chemistry. 
After finishing a scrimmage, you can un- 
lock a bonus drill that, if completed suc- 
cessfully, reduces your team's fatigue. 
These are nice extras, but over the span 
of a season, it can become tedious. 

Audio 

The in-game audio provides a nice 
atmosphere. Music during game stop- 
pages, cheering crowds, and gameplay 
sound effects give you a feel of being at 
the game. The in-game announcers 
aren't quite as good and can be a bit irri- 
tating at time. 

For hockey fans, however, the con- 
trol provided by the game more than 
makes up for its few minor annoyances. 
So far, this is the only option available 
for Xbox 360 hockey fans, but it won't 
leave you wanting. CPU 

by Chad Denton 



Highlights 



NHL 2K6 



$59.99 

2K Sports 

www.2ksports.com/games/nhl2k6 

/360.php 

Genre: Sports 

Game Summary: NHL 2K6 provides 

plenty of control and coaching options 

for serious hockey fans. The ice surface 

looks particularly good on HDTV sets. 

Who Should Play: Sports fans and 

hockey fans in particular 

Rated: Everyone. Some 
violence is inherent in the game 
itself, but it's not gratuitous. 
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Perfect 
Dark Zero 



Perfect Pedigree 




Two of the Xbox 360 launch titles 
(this one and Kameo: Elements of 
Power) published by Microsoft 
hail from UK development studio Rare, 
the same company that produced Perfect 
Dark for Nintendo 64 back in 2000 and, 
more importantly, GoldenEye 007 in 
1997. GoldenEye is important because it 
is widely recognized as the first great FPS 
to grace a console, and Perfect Dark was 
its spiritual successor. 

Perfect Dark Zero is a prequel to the 
original Perfect Dark, taking place during 
protagonist Joanna Dark's relative youth. 
Although she has a much more 20-some- 
thing look and attitude, Joanna is an ef- 
fective covert agent and is already hot on 
the heels of the megacorp bad guys who 
are mixed up in all sorts of underhanded 
plots to control the world. The game be- 
gins with a training mission that takes 
place in virtual reality but quickly pro- 
gresses to real-world ops as Joanna heads 
into a seedy nightclub to assist her father 
Jack, who has stopped responding to 



radio communications. This leads to a se- 
ries of missions related to a conspiracy 
involving organized crime and the infa- 
mous DataDyne Corporation and sends 
you to all manner of exotic locales to 
meet (and kill) interesting people. 

This is an incredibly good-looking 
game. Its character models represent a 
huge leap up from what console gamers 
were used to with previous-generation 
systems, but the most striking improve- 
ment is evident in the game's environ- 
ments. If you've been playing Half-Life 2 
on a high-end PC, you probably won't be 
quite as blown away (although PDZ man- 
ages to look pretty good even in such a 
prestigious comparison), but everyone else 
will likely be mightily impressed. The tex- 
tures of brick, wood, and rusty metal are 
things of beauty in PDZ, and we initially 
found ourselves ignoring deadly incoming 
fire to stand right next to walls and other 
parts of the gorgeous scenery and gawk. 

Happily, PDZ's charms don't end with 
solid graphics: The game offers excellent 



two-stick FPS control, top-shelf sound ef- 
fects, and an even better soundtrack. Rare 
seems to have a talent for packing its 
games with incredible music, and PDZ's 
themes ebb and flow at just the right 
times. As if all of that wasn't enough, 
voiceover work in the game is among the 
best we've ever heard and, thanks to some 
good writing, makes for some 
pretty humorous moments here 
and there. Rare also built in a 
wealth of play modes, including 
the single-player campaign, ex- 
cellent online multiplayer, and 
(achtung, Bungie!) a fantastic on- 
line co-op mode via Xbox Live. 

Perfect Dark Zero really doesn't 
have many liabilities. There are a 
few occasions in which certain mis- 
sion objectives could have been a 
bit clearer, but we like the fact that 
the game doesn't spoon-feed you all of 
the information you'll need to finish a 
level. And although in a couple of spots 
the story seems a little forced and/or ten- 
uous, there's enough there to give you all 
the reason you need to push on from 
level to level. A few FPSes have hit the 
streets since the launch, but PDZ com- 
pares pretty favorably to all of them 
we've played so far and is very likely 
among the top five or maybe six console 
FPS games of all time. CPU 



by Chris Trumble 



Highlights 



Perfect Dark Zero 



$49.99 

Microsoft 

www.perfectdarkzero.com 

Genre: First-person shooter 

Game Summary: Take on the heavies of 

DataDyne Corporation and bust open a 

world-threatening conspiracy. 

Who Should Play: Best for gamers 1 7 

and up who like action and shooter 

games and don't mind taking a few 

head shots 

wsm Rating: Mature. Blood, 

fm language, and violence 
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Peter Jackson's 

King Kong 

Here's Your Chance To Fight 
(Or Play) The Big Ape 




Sometimes games stay too close 
to the material that inspires 
them. Take Peter Jackson's 
King Kong: The Official Game of the 
Movie. If the name didn't tell you to 
expect a replay of the movie, then you 
aren't paying attention. 

You start the game playing as Jack 
Driscoll (Adrien Brody in the movie), ma- 
rooned on mysterious Skull Island where 
you were to shoot a movie. As you try to 
make your way to safety, monsters attack 
you and your colleagues — including the 
venal director Carl Denham, the stoic 
Hayes, and the lad Jimmy, all characters 
from the movie. Pretty quickly, disaster 
strikes as Ann (the starlet played by Naomi 
Watts on the big screen) is kidnapped. You 
delve deeper into the island's chaos to 
rescue her, until your adventures lead you 
to the namesake legend himself, King 
Kong. You even get to play as the greatest 
ape and wreak havoc on the Island and in 
New York. 



Staying close to the movie plot means 
that there aren't many surprises for fans, 
and to create a playable game, the action 
stays with Jack, who doesn't make much 
of an impression. Jack runs out of ammu- 
nition far too often for my taste, leaving 
the player running around, chucking 
bones and spears in a vain attempt to 
bring down prehistoric monsters. How- 
ever, the segments you play as Kong are 
stellar, as you make Kong swing through 
the jungles, fight prehistoric monsters, 
and climb the Empire State Building. 
After playing a chapter as Kong, playing 
as puny Jack is a major letdown. 

But there's still much to recommend 
King Kong. The graphics and production 
values are outstanding, with some of the 
best voiceover work you'll ever hear in a 
game. The scenery is stunning, as well, 
both on the island and in New York. The 
game isn't particularly long — even new 
gamers should finish in under 10 hours. 
Stealth and cunning help you progress 



more than just brute force, and the puzzles 
are well-designed and balanced — although 
you spend some chapters looking for fire 
more than Neanderthal Man. While King 
Kong isn't particularly difficult, some 
of the game is frustrating, however, as 
the chapters with ammunition shortages 
mean that you can either master the alter- 
native and tricky ways of 
killing monsters or replay 
chapters repeatedly. 

The game itself is heavily 
scripted to lead the action 
along organically and to pull 
you into the story. This works 
fairly well, except when we 
tried to rush the action and 
found ourselves throwing off 
the narrative by being in the 
wrong place at the wrong time. 
Gamers should expect lim- 
ited replay value, although numerous ex- 
tras can be unlocked, some of which are 
completely inspired by DVDs. The best 
of these extras is the — er — surprise alter- 
nate ending, reserved for those who put 
in a lot of replay time. 

King Kong is a fine game, a can't-miss 
for fans of the movie, Peter Jackson, and 
action-oriented survival games. Even so, we 
can't help but long for more of the bone- 
crushing action that playing as Kong him- 
self offered. Maybe in a sequel . . . CPU 



by Shawn Mummert 



Highlights 



Peter Jackson's King Kong: 

The Official Game of the Movie 

$59.99 

Ubisoft 

www.kingkonggame.com 

Genre: Action/Adventure 

Game Summary: If you saw the flick, 

you know the plot. 

Who Should Play: Those who love the 

movie and those that like cinematic, 

first-person action adventures 

Rating: Teen. Blood and violence, 
^T mostly the killing of animals, but 



gag some deaths of people 
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Project 
Gotham 
Racing 3 

Kudos To You & Bizarre Creations 




Even though you may be more fa- 
miliar with the Need For Speed 
or Ridge Racer series of racing 
games, Project Gotham Racing 3 gives 
you the perfect opportunity to expand 
your horizons. This series, which debuted 
in 2001, has been an envelope-pusher in 
the genre, and PGR3 continues with this 
theme, as it delivers high-definition 
racing and gives you a glimpse into the 
future of racing games. 

PGR3 offers boatloads of features and 
numerous types of gameplay. You'll 
probably start off in Gotham Career 
mode. This lets you earn Kudos points, 
points rewarded for fearless yet stylish 
maneuvering, and Credits, which you 
can use to buy cars. PGR3 features a list 
of over 75 cars from huge names in the 



auto industry such as Lamborghini, 
Ferrari, and Mercedes-Benz. The only 
criteria PGR3 used for its car list was that 
these machines had to be able to go faster 
than 170, so any of the cars you find on 
this game can seriously haul. 

There are a plethora of other game op- 
tions on PGR3. You can go online to find 
a friendly race, or you can create your 
own race using System Link. You can also 
play in Online Championships where 
Xbox Live uses the TrueSkill matchmaker 
to find someone who will give you a com- 
petitive race. If you're feeling creative, 
check out the Route Creator, a feature 
that lets you select any map from the 
game and customize a path to race. 

With all of these capabilities would you 
believe the best part about this game 



might just be the soundtrack? It's true; 
we'd be hard pressed to find a game with a 
soundtrack that caters to such a wide va- 
riety of users. Each country is represented 
by its own sound, so as you go through 
your solo career, you'll eventually get to 
hear everything the game has to offer. The 
music in PGR3 features favorite form 
bands such as Morrissey and The 
Presidents Of The United States Of 
America along with other alternative rock 
groups. If that doesn't hit the spot, picture 
yourself blazing past Big Ben in London 
listening to a bombastic Verdi chorale. 
You can choose from a number of other 
genres including Rock, Electronica, 
Industrial, and even Japanese Pop. 

If you're a fan of the Project Gotham 
Racing series, then you're sure to love 
PGR3. It takes what you love about the 
first two, adds a host of creative new 
tracks, and is HD-ready. The only knock 
we could really find on this game are its 
load screens. They give you cool visuals 
of cars doing feints, e-braking, and power 
slides, but the screens don't give you any 
hint about how you yourself can do these 
moves. The gameplay is similar to PGR2, 
which works for us. The challenges vary 
enough to keep you interested, and if 
you're looking for a challenging but tra- 
ditional race setting, the online options 
in PGR3 are great. Don't hesitate to pick 
up this title. CPU 



by Sam Evans 



Highlights 



Project Gotham Racing 3 



$49.99 

Microsoft 

www.projectgothamracing3.com 

Genre: Racing 

Game Summary: Earn Kudos and Credit 

points to unlock over 75 of the hottest 

racing cars. 

Who Should Play: Best for anyone who 

is jonesing for a great racing game with 

loads of features 

Rating: Everyone 10+. 

Simulated high-speed street 

racing 
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Quake 4 

Eerily Familiar Territory 




Game sequels are supposed to 
give you a sense of deja vu. 
That said, I think they're tradi- 
tionally meant to remind you of previous 
versions of a game, not a walk down the 
aisles of Blockbuster Video. Playing id's 
Quake 4, I felt rewarded for all those 
hours spent playing other shooters and 
watching sci-fi action flicks because I 
spent a lot of time going, "Hey! That's 
from such-and-such!" 

Basically, Quake 4 seems like Doom 3 
with a flashlight, although you're on a 
different planet and the enemies are alien 
cyborg zombies, not demon cyborg zom- 
bies. (Q4 uses D3's 3D engine, BTW.) 
Your teammates have Halo-ish armor 
and near-Half-Life 2 faces. The opening 
sequence does everything but sample 
clips from the movies Aliens and Starship 
Troopers. Still, we can't fault developer 
Ravensoft for keeping it real within the 
expectations of this genre. And the 
weapons are all Quake. 

You're dropped into a combat zone 
with a creepy preamble but zero tutorial. 



Fortunately, you'll have a few 
safe zones in which to get used 
to the game's controls. You 
can remap all the sticks and gfft^ 
buttons (thank you, developer 
Ravensoft). Play is a standard 
combo of solo and squad-based combat 
for a while, but things really get cooking 
when your character becomes augmented 
(not assimilated) by the Strogg (not 
Borg). After rescuing you, your squad- 
mates realize (rather sooner than the 
Federation did with Picard's Locutus) 
that you are now the key to defeating 
the Strogg. 

Quake 4's beautiful graphics really 
come out in HD mode. If you don't own 
an HDTV or plan on buying one in the 
near future, you might as well play this 
game in a widescreen resolution on a PC. 
There are enough shadows to make you 
want to keep your weapon-mounted 
flashlight turned on most of the time. 
Little details abound, and it's often re- 
warding to zoom in on objects when 
there's a lull. 



The audio booms and rumbles a lot, 
but considering all the machinery and ex- 
ploding ordnance on-screen, you should 
expect nothing less. Dialogue from your 
superiors and squadmates occasionally 
gets overpowered by all the racket, so 
you'll probably find yourself checking 
your objectives quite a bit just to see if 
someone said anything about your next 
goal. Speaking of squadmates, other char- 
acters look great and move fluidly. They 
also get underfoot much less than in HL2 
or Call of Duty. 

As you would expect, the multiplayer 
part of Q4 builds on elements of Quake 
3 Arena and Team Arena, with new 
maps, fun physics, and some tweaks 
along the way. Quake 4 also comes with 
the old Quake 2 game on a separate disc. 
Q4 actually continues Q2's storyline, 
which was merely a backdrop 
for the all-death- 
match Q3A. 

Don't think I'm 
dogging on Q4 for 
being derivative; 
nothing with a "4" 
at the end of its title 
is going to be en- 
tirely unique. You 
know what to expect 
and can rest assured 
that Quake 4 does it 
very well. CPU 

by Marty Sems 



Highlights 



Quake 4 



$59.99 

Activision/Ravensoft/id 

www.quake4game.com (must allow 

pop-ups) 

Genre: First-person shooter 

Game Summary: Explore a strange new 

world; kill its inhabitants. 

Who Should Play: Best for fans of 

Quake, Doom, and that ilk 

Mini Rating: Mature. Violence, gore, 

tft andlan 9 ua 9 e 
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Ridae Racer 6 



Fun In The Fast Lane 







Ridge Racer 6 brings the fun of 
"drift" racing to the Xbox 360. 
If you like serious racing games 
loaded with realistic physics, Ridge Racer 
is not the racing game you're looking for. 
On the other hand, Ridge Racer 6 does 
deliver fun and simple racing action 
that's perfect for those who just want to 
pick up the game and play. 

So how does Ridge Racer 6 look on the 
360? The game sports some decent look- 
ing graphics, especially when played on an 
HDTV set. However, the visuals don't 
knock you out. The background scenery 
looks great (when you have time to admire 
it). The sky and landscape reflect off the 
cars, but oddly enough headlights do not. 
The cars themselves look good, but again 
they're not overwhelming. 

If you're not familiar with the Ridge 
Racer series, you'll need to master 
"drifting" around corners. Drifting is the 
game's gimmick, and while fun, it's any- 
thing but realistic. To drift around a 
corner, you let off the accelerator briefly, 
turn in the direction of the corner, and 
accelerate around the corner. When done 
properly, you'll be taking hairpin corners 
at 120mph or more. 



Drifting charges your car's nitrous 
tanks, which you can use to give you a 
boost during the race. There are three ni- 
trous tanks to fill, and you can use two or 
three tanks at once to increase your speed 
even further. 

Drifting and nitrous are unrealistic, but 
other aspects of the game are even more 
arcade-like. If you hit a guardrail at 
120mph, you bounce off as if you were 
driving a bumper car. The same goes for 
crashing into other cars. Hitting a car 
from behind just seems to give your oppo- 
nent a speed burst and no matter what 
you hit or how you hit it, your car remains 
pristine. This is a little disappointing to 
those of us who revel in spectacle crashes. 

Once you master drifting, computer 
races become relatively easy. In later 
stages it took us some time to become fa- 
miliar with the track, but we were usually 
able to win a race in two or three tries. 
Your opponents, however, are good. The 
lead cars never seem to make a mistake, so 
you'll need to be sharp to get to the front. 

The main gameplay mode in Ridge 
Racer 6 is World Xplorer. In this mode, 
you progress through 111 races unlocking 
new cars as you go. This isn't quite as 



compelling as it sounds. Cars have dif- 
ferent drifting characteristics (they can be 
mild, standard, or dynamic), but aside 
from some small variances in top speed 
and appearance, there is little difference 
between cars. Racetracks, too, become 
repetitive. There are only a handful of 
race locations. Differences between races 
consist largely of detours or running a 
course in the opposite direction. 

Global Time Attack lets you select a 
car, a track, and compete for the best 
time. You can save completed Global 
Time Attack races and race against your 
previous performance. If you have an 
Xbox Live subscription, you can down- 
load ghosts and race against some of the 
best drivers out there. 

Single Race allows you to hone your 
skills. Select a track, a car, and compete 
against 13 other drivers for the top spot. 
Online Battle lets you test your driving 
skills against other players, while Multi 
Battle lets you slug it out against a friend. 

Ridge Racer 6 is like a classic Adam 
Sandler film. (We're talking "Billy 
Madison," not "Spanglish.") It's enter- 
taining and fans of the series know exactly 
what they're going to get, but there's not 
a lot of depth. Those looking for a more 
serious racing game should probably 
look elsewhere. CPU 



by Chad Denton 



Highlights 



Ridge Racer 6 



$59.99 
Namco 

www.namco.com/games/ridgeracer6 
Genre: Racing 

Game Summary: The drift racing that 
made Ridge Racer so much fun is back. 
The updated graphics look good but 
not great, and while the game's fun, we 
wish there was a little more to hold 
your interest. 

Who Should Play: Gamers who like 
their racing games simple and fun 
gggq Rated: Everyone. Should be ap- 
^ propriate for anyone six and 
older 
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Test Drive 
Unlimited 

Life Is A Highway & Life Is Good 

[This is a PREVIEW based on information provided by the company.] 
«5 




Atari's Test Drive Unlimited was 
one of those games due for release 
at the time of the Xbox 360 
launch. As with so many other titles, this 
one was delayed far past the developers' in- 
tended launch date. It remains to be seen 
whether this game will be worth the wait, 
but if the previews are any indication, Test 
Drive could be one of the most engrossing 
racing games you've ever played. 

The latest addition to the venerable 
Test Drive series, Unlimited takes 
wannabe sports drivers out West — way 
out West, to Hawaii. In doing so, Atari 
grants you access to more than 1,000 
miles of Hawaiian highways. All of these 
highways are stored on a single disc, so 
you won't have to swap discs if you just 
want to streak along unimpeded all day 
long. That's part of Atari's strategy to 
make the game as absorbing as possible 
and to let you soak up the horsepower- 
driven lifestyle without interruptions. 

Test Drive Unlimited is part racing ac- 
tion, part adventure, and part strategy. 



You'll of course zoom around the islands 
at high speed, but in addition, you will 
engage in one-on-one challenges, delivery 
missions, multi-car races, and tourna- 
ments that help you earn credits and cash. 
Every time you win one of these races you 
add to your disposable income, and even- 
tually you can buy new cars, bikes, high- 
performance add-ons, clothes, or even a 
home overlooking the ocean. 

You will want to amass as many homes 
as you possibly can. Without homes, you 
won't have garages, and without garages, 
you won't have anywhere to park your 
blazing fast machines. Your home is also 
a base of operations where you can read 
news and rankings and download new 
cars to appease your voracious car-buying 
habits. You'll be able to choose from 
more than 100 different licensed vehicles, 
including those from brand names you 
love, such as Jaguar, Shelby, and more. 

You can play the game by yourself of- 
fline, or you can connect to Xbox Live and 
peel out with up to eight other players. As 



with so many 360 games, this one gives 
you the most bang for your buck when 
you're in multiplayer mode. It features an 
intelligent system that lets you see other 
players who are currently on Xbox Live, as 
well as show only players that you want to 
see. So if you want to race around with 
your friends or with other people of the 
same skill level, you can set up these re- 
strictions before you start playing. 

Pre-release screen shots of Test Drive 
Unlimited show a racing game striving to 
make the most of the Xbox 360's 
graphics potential. Peer into the paint on 
a fender, and you'll see reflections of ob- 
jects in the background. There's also a 
full gamut of meticulously rendered inte- 
rior details, from the radio to the horn, 
and much more. You can customize your 
car's color, wheels, and more. 

Then you can create your own car club 
where you can chat with other enthusiasts 
about strategies. Trade parts, race your 
club's members, or organize your own 
tournaments. Whatever roads you choose 
to follow, Test Drive Unlimited looks like 
it will be the closest you'll get to creating 
a complete car-enthusiast lifestyle without 
blowing hundreds of thousands of dollars 
on the real machines. CPU 



by Nathan Chandler 



Highlights 



Test Drive Unlimited 



[Price unavailable at press time] 
Atari 

www.testdriveunlimited.com 
Genre: Racing 

Game Summary: Combines road racing 
with a variety of missions that help you 
rake in cash you can use to hop up 
your car. 

Who Should Play: Anyone who loves 
the thrill of high-speed performance 
cars; car enthusiasts who love to tweak 
their rides 

mum Rating: Probable rating of 
^* Everyone. Mild violence and 
high-speed risk taking; this one 
should beOKforspeed- 



raa 



addicted kids and adults alike. 
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The Outfit 

Fight Your Way Across France 
In This WWII Combat Epic 




World War II may have ended 
over 60 years ago, but gamers 
still love to kill Nazis. The 
Outfit caters to that blood-thirsty crowd, 
with involving action and dark humor. 
This squad-based, real-time game looks 
like a simple shooter, but it mixes tactics 
in with its arcade-style action to provide 
an all-around winning experience. 

The storyline is fairly standard issue 
but involving. Three American soldiers in 
France during World War II encounter a 
massacre and take it upon themselves to 
track down the culprit, a malevolent Nazi 
general. Along the way, they are assisted 
by a beautiful French resistance fighter 
and a French priest. But is it all as it 
seems? (If you think it is, go back and 
watch "Where Eagles Dare" again.) The 
inevitable twists don't get in the way of 
the team cutting a bloody swath through 
France, swearing and shooting the entire 
time. (Take the Mature rating seriously. 
The Outfit is not for children.) 



Whenever a mission starts (or you 
die), you choose to play as one of three 
heroes who leads a squad of four com- 
puter-guided men. Each hero has dif- 
ferent levels of speed, ability to shrug 
off bullets, stamina, and purchasing 
power. The purchasing-power element 
is where much of the tactics come in. 
For each Nazi you kill, you get a cer- 
tain number of points. These points 
can be exchanged at any time for rein- 
forcements, including additional men, 
guns, tanks, and air strikes. What 
you're able to call in depends on what 
Nazi checkpoints you've captured, so 
you get more powerful reinforcements 
as the missions wear on. So if you're 
playing as Deuce, you have high pur- 
chasing power, but your other attrib- 
utes aren't as high — this means that the 
early going of the mission is rough, but 
after you capture a couple of check- 
points, you get more bang for your 
buck. The controls are easy to master, 



and the computer's artificial intelli- 
gence is all right — except when my 
men kept wandering into my line 
of fire. 

The scenery and the graphics in-game 
are outstanding. Most impressive is the 
lack of "fog of war" — that gray haze that 
hangs on the horizon to cover up for the 
deficiencies of the graphics card. The cin- 
ematics that are interspersed throughout 
have the right tone — gallows humor and 
macho intensity — and decent voice 
acting, but the animation belongs to that 
almost life-like school that doesn't quite 
get it done. 

With three levels of difficulty and 
varied modes of online play, there's 
plenty of replay value here — a good 
thing since experienced gamers can get 
through the single-player campaign in 
under 12 hours with a little tactical 
know-how. The mood of the game is 
one that is best experienced with live op- 
ponents, as the aesthetics of the game 
just call out for taunting your friends — 
or total strangers — after setting off a sat- 
isfying lethal explosion. 

Utterly lacking in realism but full of 
arcade-style fun, The Outfit is a satis- 
fying blend of action and tactics that 
should keep you firing and fragging long 
after the initial rush of combat. CPU 

by Shawn Mummert 



Highlights 



The Outfit 



$59.99 
THQ 

theoutfitgame.com 
Genre: War /Action 

Game Summary: Lead your WWII army 
squad through France on a bloody hunt 
for a Nazi general. 

Who Should Play: Action fans of any 
skill level, real-time action gamers of 
any game level, and those whose fa- 
vorite film is "The Dirty Dozen" 
wsm Rating: Mature. Blood and gore, 
W^ intense violence, and strong 
language 



tm 
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Tiger Woods 
PGA Tour 06 

Bogey Golf Has Never Looked Better 




Tiger Woods has always deserved a 
golf simulation worthy of his 
name. So it's only appropriate 
that with Tiger Woods PGA Tour 06, 
EA Sports looked to do better than just 
par for the course. 

The first improvements you'll notice in 
this outing are the graphics. EA Sports did 
a wonderful job of capturing Tiger's on- 
course mannerisms. He cups his baseball 
cap and crouches to line up tricky putts. 
He raises his fist and his eyes blaze after 
nailing a birdie putt. And his shoulders 
slump and he scowls in frustration when 
he sends a low hook skipping into the surf. 
Perhaps best of all, even the gallery is 
an active part of the game. They clap 
when you arrive on the tee box, cheer 
good shots, and duck when you have 
to shoot over their heads. And if you 
manage to peg one of them with an er- 
rant drive, they'll double-over while grab- 
bing the body part you dented. 



Not every aspect 
of the game's graph- 
ics is perfect. The most noticeable 
glitches are a slight jerkiness that occurs 
during panning scenes. Although these 
hitches aren't bad enough to cause disori- 
entation, they can be distracting from time 
to time, and they do lessen the impact of 
the dramatic views and hole flyovers. And 
even though Tiger Woods looks very real- 
istic, other characters in the game aren't so 
true to life, with fake-looking expressions, 
and too-hokey flesh and hair. 

Gameplay is more complex and, thus, 
more challenging than with many golf 
simulations. The left thumb stick controls 
your backswing, and the right stick con- 
trols the angle at which you hit the ball, 
letting you hit high, soft drives or low 
knockdown shots that slice around pesky 
oaks. Mastering this system isn't easy, and 
you're guaranteed to shank a few drives 
out of bounds before you hone finer skills. 



Putting, too, is more challenging than 
with many sims. Although it's easy to roll 
in straight putts, those that veer into a 
hump before swooping downhill towards 
the hole are often easy to misjudge. Tap a 
downhill knee-knocker too hard, and 
you'll find yourself all the way at the 
other end of the turf nursery. 

Some users may bemoan the limited 
course selection. Compared to other 
games (and earlier versions of Tiger 
Woods, even), the six courses are a pretty 
paltry offering, numbering less than half 
of the layouts you'll find elsewhere. 
However, other games lack the extreme 
detail of this version. Those details are so 
complex that you'll find your course 
management skills tested with every 
outing, especially when the weather takes 
a turn for the worse. The effect is un- 
nerving at points, especially when you 
ramp up the difficulty level and 
your competition is doing every- 
thing it can to prevent you from 
making the tour. 

For the money, there's no golf 
game that can compete with this in- 
stallment of Tiger Woods. You'll be 
challenged on every hole and find 
endless possibilities in every shot, 
and along the way you'll be treated 
to the best golf graphics the console 
world has seen. CPU 



by Nathan Chandler 



Highlights 



Tiger Woo ds PGA Tour 06 

$59.99 

Electronic Arts 
www.easports.com 
Genre: Sports 

Game Summary: A golf simulation that 
lets you claw your way into qualifying 
for the PGA Tour, where you match up 
against current stars 
Who Should Play: Golfers who want a 
lot of realism out of their digitized golf 
games 

g™^ Rating: Everyone. The content 
M of this game is suitable for all 
players. 



SE 



106 www.computerpoweruser.com / Xbox360 



GAMES 



Tony Hawk's 

American 
Wasteland 



In The Darkness 




Skateboarding games traditionally 
let you spend most of your time 
racking up points on jumps, 
slides, and grinds. In Tony Hawk's 
American Wasteland, however, you'll be- 
come a new-age knight on a quest, armed 
not with a lance, but a skateboard and 
knees of steel. 

In this installment of the Tony Hawk's 
series, you're a youth from the boring 
Midwest who, fed up with your dull exis- 
tence, heads to Los Angeles. Cue the epic 
movie score: Now it's time for you to skate 
your way to glory, no matter the odds. It 
sounds corny at first but actually morphs 
into a more engaging story as you progress. 
You can skip the storyline and just 
skate if you want to using the Classic 
skate mode. You'll immediately immerse 
yourself in downtown Minneapolis, 
where you can grind and thrash to your 



heart's content. Well, maybe — if you can 
see what you're doing. No matter if you 
use an HD or regular TV, you'll immedi- 
ately notice just how dark the game ap- 
pears. You can use in-game controls to 
increase brightness, but this makes every- 
thing look quite a bit uglier. But to have 
any idea of what you're doing, you will 
most likely have to bump up the light- 
ness, so you aren't skating blind. 

The cityscapes are colorful and gener- 
ally sharp, but when you interact with Los 
Angeles' denizens, you'll encounter a lot 
of rough-hewn facial features and jagged 
edges. These graphics fall well short of the 
kind of eye candy the 360 can support. 

With disappointment on the visual 
side, American Wasteland needs strong 
gameplay to remain compelling, and al- 
though the aforementioned Classic mode 
isn't all that interesting, it's obvious that 



game designers put a lot more effort into 
story-based mode. There are plenty of up- 
close conversations with other characters 
and a lot of memorable tricks. At a couple 
of points along the way, you'll be able to 
swap four wheels for two. Then, you'll be 
riding a BMX bike across town, pulling 
tricks left and right as you attempt to ac- 
complish new goals. 

Whether you're using a bike or a skate- 
board, finishing off various tasks is rarely 
very challenging. In fact, many of these 
mini quests are so simple that it's as if the 
Hawkster himself is holding the 
strings and doing his best to help you 
move the story forward as quickly as 
possible. When characters prompt you 
to perform a trick, for example, they'll 
provide voice prompts that give you an 
idea of what to do. Then, on-screen 
you'll see the button combinations you 
need to press in order to complete a 
stunt. If you have any virtual skating 
skills, it shouldn't take you more than a 
few hours to finish out the entire story. 
If that sounds like a potential disap- 
pointment, you're right. With its un- 
worthy-of-Xbox-360 graphics and average 
gameplay, American Wasteland is generally 
a waste of time for avid 360 players. There 
are games that make the most of the 360's 
capabilities, but this isn't one of them. CPU 



by Nathan Chandler 



Highlights 



Tony Hawk's American Wasteland 

$60 

Activision 

www.activision.com 
Genre: Sports/Action 
Game Summary: Go on a quest for 
vengeance and glory while pulling some 
totally rad skateboard moves. 
Who Should Play: Teens and other young 
adults infatuated with all things thrash 
Rating: Teen. Mild violence, 
^T crude humor, and a lot of risk 



wvm taking are at the forefront of this 

game. Skaters have the option 
of picking up their board and using it to 
whack bystanders. 
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Top Spin 2 

2K Sports Serves Up A Solid Game 
For Tennis Fans 




Though tennis players who also 
game may make up a small niche 
in the video game industry, that 
didn't stop the original Top Spin from 
being one of the most popular sports 
games for the Xbox console. 2K Games is 
at it again with the release of Top Spin 2, 
and it looks like they've got another hit 
on their hands (or maybe we should call 
it a smash). 

Top Spin 2 has a laundry list of features, 
including 480p, 720p, and 1080i HDTV 
playability. For lifelike sound, use its 
Dolby 5.1 surround-sound capability. You 
can game with up to four players offline, or 
you can go online and scare up a doubles 
match, as well. A cool addition that we see 
in Top Spin 2 is the Party Games section. 
This is a section of games designed for two 
to four players that gives users alternatives 
to playing traditional singles or doubles 
matches. For example, you can play games 
such as Wall Breaker where you and your 
opponent take turns trying to defend a 
wall, while the other person attempts to 
bring it down by hitting it with a ball. 



This game is great for tennis connois- 
seurs of any experience level. Much like 
the original, it offers up the names of top 
players from around the world. Follow 
Federer? Root for Roddick? Scream for 
Sharapova? Play as any of them and 
many more, including Blake, Coria, the 
Williams sisters, and Safin. If you're 
looking for a more personal feel, you can 
also start a career and create your own 
player. If you're like us, then you enjoyed 
all the variables you could alter in the 
original Top Spin. However, Top Spin 2 
gives you even more options, including 
the ability to select your player's facial 
structure, hair color, body type, and 
country of origin. 

TS2 also features an enhanced player 
training interface. In the original you 
could dole out up to 14 stars to indicate 
the proficiency of your serve, forehand, 
backhand, or volley. Though these are 
important elements to the game, there is 
so much more to tennis. Now you have a 
60-star scale that you can manipulate to 
create the best player to fit your playing 



style. Not only do you want to develop 
your serve, volley, and ground strokes, 
but you can also train to add stars to 
fields such as Stamina, Power, Spin, 
Focus, and Reflexes. As you complete 
levels of training, you'll get stars to add 
to the categories in which you want your 
player to be strongly suited. 

The only place TS2 really didn't seem 
to improve over the original game is with 
the soundtrack. It's neither the most rec- 
ognizable nor the most appealing set of 
tunes we've ever heard come out of our 
TV's speakers, but TS2 does have 
Custom Soundtracks capability. This 
means you can rip music to the Xbox 
360 hard disk, and you can 
play it back while you're 
playing the game. 

Top Spin 2 marks a solid 
improvement in the field 
to sports gaming, and at 
$39.99, the price is hard to 
beat. This is a great sports 
game with names of players 
and tournaments that you 
will recognize if you follow 
tennis at all. And even if you're not a 
tennis fan, the game still offers a great 
way to have fun. 2K has definitely served 
up another hit with Top Spin 2. CPU 

by Sam Evans 



Highlights 



Top Spin 2 



$39.99 
2K Sports 
www.topspin2.com 
Genre: Sports 

Game Summary: Go from zero to hero 
as Top Spin 2 lets you create a character 
that starts small but eventually has a 
chance to capture Grand Slam titles. 
Who Should Play: Anyone who has an 
inkling of interest in tennis. The game 
has enough features to keep the 
interest of almost any level of player. 
l™3i Rating: Everyone. Except for an 
^ occasional racquet throw, Top 
Spin 2 is a perfect angel. 
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Playing Original 
Xbox Games 

Don't Let Old Games Go To Waste 




Whether it's a stack of original 
Xbox games sitting around or 
just noticing original Xbox 
games on sale at Blockbuster, many 
gamers will eventually want to play orig- 
inal Xbox games on the Xbox 360. 
Playing original Xbox games on a 360 
takes a little bit of setup, but there is little 
difficulty, so even the most novice gamer 
should be able to quickly get their Xbox 
360 acting like an original Xbox. 

To play original Xbox games your 
Xbox 360 must have a hard drive, 
whether it came with the premium 
package, or you installed it into an 
Xbox 360 Core. The hard drive stores 



Utilities Mentioned: 

Nero 7 

$80 

Nero, Inc. 

ww2.nero.com 

WinZip 8 

$30 

WinZip International, LLC. 

www.winzip.com 



the emulator, a software program that 
allows a piece of computer equipment 
to act like or emulate another piece of 



computer equipment. In this case, the 
emulator allows the Xbox 360 to act 
like an original Xbox whenever you put 
an original Xbox game in the machine. 
The update is free, but if you order an 
update disk, you must pay for shipping. 

Please note that not all original Xbox 
games can be played on the Xbox 360, 
particularly some of the newer games. 
Check out the chart that accompanies 
this story to see what games are sup- 
ported. (Please note that some of these 
games may be out of print, so you may 
not be able to find them easily. Prices are 
estimated street price for new games.) 
Microsoft frequently adds new games to 
its support list all the time; check the of- 
ficial list at www.xbox.com/ervUS/games/ 
backwardcompatibilitygameslisthtm to see 
the latest. 

There are three ways to update your 
Xbox 360 so that it will play original 
Xbox games: 

1. Update your Xbox 360 within Xbox 
Live. 

2. Download the software to a computer 
and burn an update disc. 

3. Order an update disc from Microsoft. 

We detail each of these options below. 
The actual update time took less than 
five minutes in our tests; however, if you 
download the update, time to comple- 
tion will vary depending on the speed of 
your Internet connection. 

Update Your 360 
Within Xbox Live 

This is the best update option of the 
three, as it is the easiest option for Xbox 
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Original Xbox Games Supported By Xbox 360 


Game 


Category 


Approx. 

Street 

Price 


Game 


Category 


Approx. 

Street 

Price 


AirForce Delta Storm 


Sim/Fli 


$30 


FIFA STREET 


Sports 


$30 


Alias 


Action 


$30 


Fight Night 2004 


Sports 


$20 


Aliens versus Predator Extinction 


Action 


$25 


Ford Mustang 


Racing 


$25 


All-Star Baseball 2003 


Sports 


$10 


Ford vs. Chevy 


Racing 


$20 


Amped: Freestyle Snowboarding 


Spots 


$20 


Forza Motorsport 


Racing 


$20 


Army Men: Sarge's War 


Action/War 


$20 


Frogger Beyond 


Arcade 


$20 


Atari Anthology 


Arcade 


$20 


Futurama 


Action 


$20 


ATV: Quad Power Racing 2 


Racing 


$20 


Fuzion Frenzy 


Family 


$10 


Baldur's Gate: Dark Alliance II 


RPG 


$50 


GenmaOnimusha 


Action 


$10 


Barbarian 


RPG/Action 


$30 


Goblin Commander: Unleash the Horde 


War 


$15 


Barbie Horse Adventures Wild Horse Rescue 


Family 


$50 


Grand Theft Auto: The Trilogy 


Action 


$40 


Batman Begins 


Action 


$30 


Grand Theft Auto: Vice City 


Action 


$20 


Battle Engine Aquila 


Action/War 


$50 


Grand Theft Auto: San Andreas 


Action 


$20 


Battlestar Galactica 


Act/Spa 


$50 


Gravity Games Bike: Street. Vert. Dirt. 


Spooter 


$20 


Black 


Act/Sho 


$40 


Grooverider: Slot Car Thunder 


Racing 


$20 


BMX XXX 


Sports 


$25 


Half-Life 2 


Act/Sho 


$30 


Brute Force 


Action 


$20 


Halo 


Act/Sho 


$20 


Buffy the Vampire Slayer: Chaos Bleeds 


Action 


$20 


Halo 2 


Act/Sho 


$20 


Cabela's Big Game Hunter 2005 Adventures 


Sports 


$20 


Halo 2 Multiplayer Map Pack 


Act/Sho 


$20 


Cabela's Dangerous Hunts 


Sports 


$30 


Harry Potter and the Goblet of Fire 


Family 


$30 


Cabela's Outdoor Adventures 06 


Sports 


$30 


Harry Potter and the Sorcerer's Stone 


Family 


$30 


Cabela's Deer Hunt 2005 Season 


Sports 


$20 


He-Man: Defender of Grayskull 


Action 


$40 


Cabela's Deer Hunt 2004 Season 


Sports 


$20 


Hitman: Contracts 


Act/Sho 


$30 


Call of Cthulhu: Dark Corners of the Earth 


Adventure 


$40 


House of the Dead 3 


Action 


$20 


Call of Duty: Finest Hour 


Shooter 


$20 


IHRA Drag Racing Sportsman Edition 


Racing 


$20 


Casino 


Gambling 


$20 


IHRA Professional Drag Racing 2005 


Racing 


$20 


Chicago Enforcer 


Shooter 


$20 


Jade Empire 


RPG 


$20 


Circus Maximus 


Racing 


$15 


James Bond 007: NightFire 


Action 


$20 


Close Combat: First to Fight 
Colin McRaeRally4 


Act/Sho 
Racing 


$40 
$20 


Judge Dredd: Dredd vs. Death 
Jurassic Park: Operation Genesis 


Act/Sho 
Simulation 


$20 
$30 


Combat Elite: WWII Paratroopers 


Act/Sho 


$40 


Kabuki Warriors 


Fighting 


$20 


Commandos 2: Men of Courage 


Act/War 


$20 


Kelly Slater's Pro Surfer 


Sports 


$20 


Conflict: Desert Storm 


Action 


$20 


kill. switch 


Action 


$20 


Constantine 


Action 


$15 


Lemony Snicket's A Series of Unfortunate Events 


Family 


$10 


Crash Twinsanity 


Family 


$20 


LOONS— The Fight for Fame 


Family 


$25 


Crash Nitro Kart 


Family 


$20 


Manhunt 


Action 


$25 


Crimson Skies: High Road to Revenge 


Action 


$20 


Mat Hoffman's Pro BMX 2 


Sports 


$20 


Crouching Tiger, Hidden Dragon 


Adventure 


$20 


Max Payne 


Action 


$20 


Dark Angel 


Action 


$15 


Max Payne 2 


Action 


$15 


Darkwatch 


Act/Sho 


$50 


Medal of Honor European Assault 


Action/War 


$20 


Dead or Alive 3 


Fighting 


$20 


Medal of Honor Frontline 


Action/War 


$15 


Deathrow 


Action 


$15 


Medal of Honor Rising Sun 


Action/War 


$20 


Digimon Rumble Arena 


Familt 


$30 


Mega Man Anniversary Collection 


Act/Plat 


$20 


Dinotopia 


Action 


$20 


Metal Arms: Glitch in the System 


Action 


$20 


Drake 


Action 


$15 


MicroMachines 


Racing 


$30 


Egg Mania: Eggstreme Madness 


Family 


$20 


Mike Tyson Heavyweight Boxing 


Sports 


$15 


ESPN MLS ExtraTime 2002 


Sports 


$15 


Monster Garage 


Racing 


$20 


Euro 2004 


Sports 


$25 


MTV Music Generator 3 


Music 


$25 


F1 2001 


Sports 


$25 


Murakumo: Renegade Mech Pursuit 


Action 


$20 


Fable 


RPG 


$20 


MX World Tour: Featuring Jamie Little 


Sports 


$10 


Fable: The Lost Chapters 


RPG 


$20 


Namco Museum 


Arcade 


$20 


Fairly Odd Parents: Breakin' da Rules 


Family 


$25 


NBA LIVE 2004 


Sports 


$15 


FIFA Soccer 2003 


Sports 


$30 


Need For Speed Underground 2 


Racing 


$20 


FIFA Soccer 2004 


Sports 


$30 


NFL Blitz 2002 


Sports 


$15 
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. . . Continued 


Game 


Category 


Approx. 

Street 

Price 


Approx. 
Street 
Game Category Price 


NFL Blitz 2003 


Sports 


$20 


Star Wars: Knights of the Old Republic RPG $20 


NFL Blitz 2004 


Sports 


$20 


Star Wars Knights of the Old Republic II: RPG $20 


NHL 2004 


Sports 


$15 


The Sith Lords 






NHL Hitz 2003 


Sports 


$15 


Street Racing Syndicate 


Racing 


$30 


Ninja Gaiden 


Action 


$20 


Stubbs the Zombie in Rebel without a Pulse Action $40 


Ninja Gaiden Black 


Fighting 


$30 


Super Bubble Pop 


Puzzle 


$20 


Outlaw Golf 2 


Sports 


$20 


Super Monkey Ball Deluxe 


Family 


$20 


Outlaw Volleyball 


Sports 


$20 


SX Superstar Racing $20 


Pariah 


Act/Sho 


$20 


Tecmo Classic Arcade Arcade $20 


Phantom Crash 


Action 


$15 


Teenage Mutant Ninja Turtles 


Family 


$20 


Pinball Hall of Fame 


Sports 


$20 


Test Drive: Eve of Destruction 


Racing 


$20 


Pitfall: The Lost Expedition 


Action 


$20 


Tetris Worlds Puzzle $25 


Predator Concrete Jungle 


Action 


$40 


The Great Escape Action $20 


Prince of Persia: The Sands of Time 


Action 


$20 


The Hulk Action $20 


Pro Evolution Soccer 5 


Sports 


$35 


The Incredible Hulk: Ultimate Destruction Action $40 


Pro Race Driver 


Racing 


$30 


The Lord of the Rings: The Return of the King Adventure $20 


Pump It Up: Exceed 


Mus/Dan 


$30 


The Simpsons Hit & Run Racing $20 


Pure Pinball 


Arcade 


$20 


The Simpsons Road Rage Racing $20 


Puyo Pop Fever 


Puzzle 


$20 


The Terminator Dawn of Fate 


Action $20 


Quantum Redshift 


Racing 


$15 


The Thing 


Action $15 


Rayman Arena 


Family 


$20 


Thief: Deadly Shadows 


Adventure $25 


Raze's Hell 


Action 


$20 


Tom Clancy's Ghost Recon War $10 


Red Dead Revolver 


Western 


$25 


Tom Clancy's Ghost Recon 2 War $20 


Red Faction II 


Action 


$20 


Tom Clancy's Ghost Recon 2 Summit Strike War $20 


RedCard 2003 


Sports 


$20 


Tom Clancy's Rainbow Six 3 War $10 


Robotech: Battlecry 


Action 


$15 


Tom Clancy's Rainbow Six 3 Black Arrow War $25 


Rocky Legends 


Sports 


$15 


Tom Clancy's Splinter Cell War $10 


Rogue Ops 


Action 


$15 


Tom Clancy's Splinter Cell Chaos Theory War $20 


Samurai Jack 


Action 


$15 


Tom Clancy's Splinter Cell Pandora Tomorrow War $10 


Samurai Warriors 


Action 


$20 


Tony Hawk's American Wasteland Sports $40 


Scooby Doo! Night of 100 Frights 


Family 


$20 


Tony Hawk's Pro Skater 4 


Sports $20 


Scrapland 


Action 


$15 


Tony Hawk's Underground 2 


Sports $20 


SEGA GT 2002 


Racing 


$15 


Tork: Prehistoric Punk 


Adventure $25 


Shadow The Hedgehog 


Adventure 


$40 


Toxic Grind 


Action $15 


Shamu's Deep Sea Adventures 


Family 


$20 


Ty The Tasmanian Tiger Family $20 


ShellShock: Nam '67 


Action/War 


$20 


Ty the Tasmanian Tiger 2: Bush Rescue Family $20 


Sneakers 


Family 


$20 


Ty the Tasmanian Tiger 3: Night of the Quinkan Family $20 


Sniper Elite 


Act/Sho 


$40 


Urban Freestyle Soccer Sports $15 


Soccer Slam 


Sports 


$20 


Vexx Action $20 


Sonic Heroes 


Family 


$20 


Volvo: Drive for Life Racing | $15 


Sonic Mega Collection Plus 


Family 


$20 


World Soccer Winning Eleven 9 


Sports 


$40 


Speed Kings 


Racing 


$25 


World Series Baseball 2K3 


Sports 


$20 


Sphinx and the Cursed Mummy 


Action 


$15 


Worms 4 Mayhem 


War 


$20 


Splat Magazine Renegade Paintball 


Sports 


$20 


Worms Forts: Under Siege War $20 


SpongeBob SquarePants: 
Battle for Bikini Bottom 


Family 


$20 


WWERaw2 Fighting $20 


XIII 


Action $20 


SpyHunter 2 


Racing 


$15 


YourselflFitness 


Simulation $30 


Spyro A Hero's Tail 


Action 


$20 


Key: Act/Plat - Action/Platform 
Act/Sho - Action/Shooter 
Act/Spa - Action/Space 
Sim/Fli - Simulation/Flight 
Mus/Dan - Music/Dance 


NOTE: Street price estimates vary 
widely and include used products. 
Based on online research. 
Source For Product Compatibility 


SSX3 


Sports 


$20 


Stake 


Fighting 


$30 


Star Trek: Shattered Universe 


Action 


$30 


Star Wars Battlefront II 


Action/War 


$30 


Star Wars: Episode III Revenge of the Sith 


Action 


$20 


Star Wars Jedi Knight: Jedi Academy 


RPG 


$25 




iNFORMATIOr 


\i: MICROSOFT 
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Live users — as we assume most gamers 
are or will be — and it simplifies keeping 
your Xbox up-to-date. If you are an Xbox 
Live member, use this method. 

The steps to update your system with 
Xbox Live are: 

1. If you are not already a member of 
Xbox Live, join now. (See the article 
on Xbox Live in this issue for detailed 
instructions on how to join.) 

2. Start your Xbox 360 and confirm that 
you are logged in to Xbox Live. (See 
the article on Xbox Live for more in- 
formation.) 

3. Open the disc tray, place an original 
Xbox game into the disc tray, and close 
the tray. The game will start, and the 
Xbox 360 will check to see if you need 
an update. 

4. Allow the update to install, selecting 
Continue (or OK or Yes) whenever 
necessary. Your Xbox will tell you 
when the update is complete. 

As long as you're logged in to Xbox 
Live, any time you put an original Xbox 
game in your system, your Xbox 360 will 
check for and install any update you need 
to play the game. 

Download & Burn 
An Update Disc 

If you do not have a broadband con- 
nection, downloading the update and 
burning your own update is the best op- 
tion as long as you are relatively comfort- 
able around computers. Use a DVD to 
create the update disc, if possible. 
However, if that is not an option for you, 
then a CD-R disc is preferable to a CD- 
RW disc. 

The requirements to create the update 
disk are as follows: 

1 . PC with Internet connection and CD 
or DVD burner 

2. Blank CD-R, CD-RW, or writable 
DVD of the kind writable by your 
PC's burner 

3. Windows XP (Home or Professional) 
or a compression utility such as 
WinZip 

4. An operating system such as WinXP 
that allows disc burning or third-party 



software that allows disc burning, such 
as Nero 

Use the following instructions: 

1. Download the update from 
www.xbox.com /ervUS/games/back 
wardscompatibility.htm , saving the up- 
date to your Desktop. The down- 
loaded file is compressed in the ZIP 
format. 

2. Decompress the file. The instructions 
below are for WinXP users; users of 
other operating systems or decom- 
pression programs should use the in- 
structions that came with your 
compression software or with your 
operating system. 

a. Double-click on the update file. 

b. In the Explorer window that ap- 
pears, click and drag the file out to your 
Desktop and release it. The file copies to 
your Desktop. 

3. Burn the decompressed file to a disc. 
The instructions below are for 
WinXP users; users of other operating 
systems should burn the disc using 
the instructions that came with your 
third-party software or with your op- 
erating system. 

a. Place the blank, writable disc in 
your PC's drive. 

b. If Windows prompts you, use the 
Open Writable CD Folder Using 
Windows Explorer option; otherwise, 
open Windows Explorer and select the 
disc burning drive. 

c. Drag the decompressed file from 
your Desktop to the Explorer window for 
the disc burning drive. 

d. Right-click in the Windows 
Explorer pane and, in the menu that ap- 
pears, select Write these files...', this starts 
the burning wizard. 

e. Enter a name for the disc (or leave 
the default name as is) and then click 
Next. The disc will be burned, and 
Windows will tell you when it is finished. 

f. Remove the disc. 

4. Turn on your Xbox 360. 

5. Open the disc tray. Put the disc 
burned in step 3 into the tray and 
close the tray. When the tray closes, 
your Xbox 360 automatically begins 
updating. 



6. Allow the update to continue by se- 
lecting Continue or OK (or Yes) 
whenever prompted. 

7. Wait until the update finishes; your 
Xbox may restart itself. The update 
is complete. 

Order An Update Disc 
From Microsoft 

If you don't have a broadband connec- 
tion and you don't want to go through 
the installation routine for downloading 
and burning the software, you can always 
order the update from Microsoft. This is 
best for very inexperienced computer 
users who aren't members of Xbox Live 
or computer users without access to a PC 
with a CD-ROM or DVD burner. The 
disadvantages are that you will need to 
order future updates as they come out to 
play newly supported games, that this 
method isn't free, and that you have to 
allow several weeks for shipping. 

You can order the disc from Microsoft 
at www.xbox.com/eivUS/games/back 
wardscompatibility.htm . Microsoft 
charges $2 to ship the disk, and you need 
to allow 2 to 4 weeks for shipment. 

Once you have the disk, follow these 
steps to install the update: 

1. Turn on your Xbox 360. 

2. Open the disc tray. Put the update disc 
in the tray and then close the tray. 
When the tray closes, your Xbox 360 
automatically begins updating. 

3. Allow the update to continue by se- 
lecting Continue or OK (or Yes) 
whenever prompted. 

4. Wait until the update finishes; your 
Xbox may restart itself. The update 
is complete. 

Keeping Up-To-Date 

Once the update is complete, you will 
be able to play original Xbox games sup- 
ported by the update. Check the 
Microsoft site periodically to see if new 
updates have been issued if you are not 
an Xbox Live user. CPU 

by Shawn Mummert 
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You're In Control 

We Check Out The Xbox 360 Controllers 



The Xbox 360 represents the 
first of the next-gen gaming 
consoles to hit the streets. 
Sony intends to roll out the 
PlayStation 3 this year, and 
Nintendo's working on a new version of 
the GameCube console, code-named 
"Revolution." But, having unleashed the 
Xbox 360 on the world before the 2005 
holiday season, Microsoft definitely got a 
jump on the competition. 

If you're lucky enough to have ac- 
quired an Xbox 360 or its barebones sib- 
ling, the Xbox 360 Core System, you may 
notice that Microsoft has made many 
changes to the original Xbox controller. 

Size Matters 

When Microsoft launched the original 
Xbox console in the United States, it came 
with a large, clunky controller. No doubt 
the company had the best of intentions 
and felt the design might make it easier to 
use, but it was met with mixed reviews. 
Before the launch of the Xbox in Japan, 
Microsoft whipped up a new controller 
and dubbed it the Controller S. (The "S" 
designating it as the "small" one.) 

The Controller S was quickly cobbled 
together to meet the demand and relied 
on reusing many of the pieces and parts 
from the original Xbox controller with- 
out much time for testing. The resulting 
controller was arguably one of the best 
game console controllers, particularly for 
FPS games, but many users still had com- 
plaints about the placement and function 
of some of the buttons. 



The Layout 

When designing the Xbox 360 con- 
troller, Microsoft maintained the overall 



size and shape of the Xbox Controller S, 
but with a smaller, smoother case. Users 
familiar with the older Xbox controller 
will recognize that the Xbox 360 con- 
troller has virtually the same layout. 

There are two thumbsticks placed on 
opposite sides of the controller. The right 
side is conveniently located where your 
thumb should be when holding the con- 
troller, while the left side is located 
higher up, diagonally to the left of the 
digital pad. Above the right thumbstick 
are the standard four action buttons, A, 
B, X, and Y, in a diamond pattern. 

The center of the Xbox 360 controller 
has the Xbox logo emblazoned on the 
Xbox Guide button, which is flanked by 
the Start and Back buttons. This is a 
change from the Controller S, which had 
the Start and Back buttons at the bottom 
left, next to the digital pad. Many users 
found the placement of the Start and 
Back buttons on the Controller S unin- 
tuitive and difficult to use. With the 
Xbox 360, Microsoft placed the Start 
and Back buttons at the top center, 
where users can more easily reach them 
with their thumbs. 

The Controller S also had two small 
buttons at the bottom right of the con- 
troller next to the right thumbstick. As 
with the Start and Back buttons, many 
users disliked the placement and had diffi- 
culty moving their thumbs to get to them 
quickly, especially in the heat of battle. 
The fact that using the buttons required 
pulling your thumb down and to the right 
of its natural position made it clunky and 
caused frequent users some pain. (Not 
that this stopped us, of course.) 

Rather than moving those buttons 
higher up on the controller where the 
thumbs could get to them more easily, as 
the company did with the Start and Back 



buttons, Microsoft moved them to the 
top front of the controller, above each of 
the trigger buttons. This makes them 
much easier to get to and allows a user to 
move the pointer finger up from the 
trigger buttons to press them rather than 
trying to move his right thumb in an 
awkward direction. 

The trigger buttons remain where they 
were on the Controller S. One of the 
unique features of the trigger buttons is 
that they are pressure sensitive. The fur- 
ther you depress them, the more they re- 
spond. Thus, they're perfect for things like 
controlling acceleration in a driving game. 

The Xbox 360 controller looks very 
much like the Controller S, but you can 
tell that Microsoft made some significant 
changes to the slope and feel just by 
holding it in your hands. The controller 
feels natural, and users will appreciate 
how easily they can access the device's 
various functions. 

The Xbox 360 controller is slightly 
shorter than the Controller S because 
Microsoft moved the expansion ports to 
the front of the controller where they'd 
be nearer to the user. Many users of the 
older controller had complained that the 
cord from the headset expansion port got 
in the way of gameplay, and this new de- 
sign solves that problem. 

Versatile Platform 

The Xbox 360 controller has the same 
Xbox Guide button that the Controller S 
had, but Microsoft has added a signifi- 
cant amount of functionality to it, rather 
than just being a snazzy product logo 
placement. The Xbox Guide button acts 
as a power button to turn the Xbox 360 
console on and off, and it provides access 
to media, games, and other functionality, 
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making it a sort of master menu button 
to let you control the rest of the Xbox 
360 experience. 

Just as the Xbox 360 is more than a 
game console (it can play a DVD, con- 
trol your media center, or even help you 
stream audio and video to WMC 2005 
computer systems and to your stereo and 
television), the Xbox 360 controller wears 
many hats, as well. 

There is an optional Xbox 360 Media 
or Xbox 360 Universal remote control 
available, but the Xbox 360 controller 
also doubles as a control center for play- 
ing DVDs and navigating through the 
WMC 2005 menu if you have net- 
worked your Xbox 360 with a WMC 
2005 computer system. 

Not only can the Xbox 360 controller 
perform multiple functions on the Xbox 
360 console, but the wired version is the 
first video game console controller that 
can also be used on a personal com- 
puter. The controller is compatible with 



most Windows XP-based systems and 
gives PC gamers access to the ergonomic 
comfort and control we've come to ex- 
pect of the game console world. 

Going Wireless 

In terms of look and feel, the wireless 
controller is identical to the wired con- 
troller with only two exceptions. First, 
there is obviously no cord. Second, there is 
a battery compartment to hold the two AA 
batteries that power the wireless controller. 

There are two other distinct differ- 
ences between the wired and wireless 
controllers. The wireless controller is not 
compatible with personal computers, and 
it provides a Rumble feature not present 
in the wired controller. The amount of 
rumble can be adjusted for personal pref- 
erence as well as to preserve the battery 
life of the wireless controller. 

Unlike wireless controllers for other 
game consoles or from third-party 



manufacturers, the Xbox 360 wireless con- 
troller does not require any sort of dongle 
or wireless adapter to be plugged in to the 
game console. The ability to communicate 
with the wireless controller is built right 
into the Xbox 360 console, and the com- 
bination is designed to work seamlessly at 
operating ranges of up to 30 feet away. 

The Same, Only Better 

Overall, the Xbox 360 controller repre- 
sents an improvement over its predecessor. 
Microsoft maintained the best features and 
addressed the main concerns identified by 
users of the Controller S to develop a game 
controller as capable as it is comfortable. 

The wired controller has a retail price 
of $39.99 and comes with the Xbox 360 
Core System. The wireless controller re- 
tails for $10 more and is included with 
the more deluxe Xbox 360 package. CPU 

by Tony Bradley 
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Take The Controllers 
For A Test Drive 

Install & Use The Xbox 360 Controllers 



Connecting the wired Xbox 360 
controller is a relatively straight- 
forward process. Just plug the 
connector into any of the available ports, 
as controllers have connected to game 
consoles since the hoary days of the old 
Atari 2600. 

At 9 feet, the cord is an admirable 
length, allowing users to sit comfortably 
on the couch across the living room from 
the Xbox 360 console and television. 
Microsoft has added a 6-inch extension, 
which connects between the controller 
and the console. When users play too 
emphatically and yank on the cord (or 
when younger siblings trip on the cord as 
they cross in front of the game you are 
playing), the cord will detach from the 
extension rather than yanking out of the 
Xbox 360 console or pulling the Xbox 
360 console off of an entertainment 
center shelf to crash onto the floor. This 
helps protect both the console and the 
controller from any damage. 

A small panel on the front of the Xbox 
360 console slides open to reveal two 
USB ports. There is a third USB port lo- 
cated on the back of the console. It is 
possible to use a USB hub to expand the 
number of USB ports in the front and 
make connections simpler though. Just 
plug a 4-port USB hub into one of the 
USB ports on the front of the console, 
and you can plug all four wired con- 
trollers into the USB hub. 

To connect the wired controllers, 
simply plug the inline extension into the 
USB port and connect the Xbox 360 wired 
controller to the other end. Once con- 
nected, one of the quadrants on the Ring 
of Light should illuminate, letting you 



know that the connection was successful 
and indicating which controller number 
has been assigned to that controller. 

Wireless Connectivity 

The Xbox 360 console can support up 
to four controllers at a time, but it does 
not have four USB connectors for wired 
controllers; thus, unless you use a USB 
hub as described above, at least one wired 
controller is necessary in order to have 
four controllers connected. 

The Xbox 360 wireless controller has 
two advantages over most other game 
console wireless controllers: First, it does 
not require any sort of dongle or other 
wireless adapter to be plugged into the 
console. The ability to communicate 
with the wireless controllers is built into 
the Xbox 360 console itself. 

The second is that the console and 
controller automatically negotiate the 
best wireless channel to use, rather than 
relying on the user to manually select an 
available channel. This is an exceptional 
feature for gaming parties, since there 
may be various users and multiple Xbox 
consoles vying to find an open channel 
on the same bandwidth. 

You can connect your Xbox 360 wire- 
less controller to your console in four 
easy steps. Make sure that the power 
on the Xbox 360 console is on and do 
the following: 

• Press and hold either the Xbox Guide 
button or the Start button on the 
wireless controller until the controller 
turns on. 

• Press and release the Connect button 
on the Xbox 360 console. 



• Press and release the Connect button 
on the wireless controller. 

• The light ring on both the console and 
the controller will spin and flash once. 

Once you follow these steps, your 
wireless controller is connected and ready 
to use. It's that simple. The quadrant of 
the light ring that remains lit on the con- 
troller indicates what controller number 
the controller has been assigned. 

This process only has to be completed 
once to establish the connection between 
the console and the wireless controller. 
After you turn off the console and turn it 
back on, the connection to your wireless 
controller will still be present. The wire- 
less controller can only be connected with 
one console at a time, though. So if you 
do use it with another Xbox 360 console, 
you will have to follow this process again 
to re-establish the connection. 

One side note: If one of your four 
Xbox 360 controllers is wireless and you 
want to swap it out for a wired controller, 
you have to somehow force the wireless 
controller to stop communicating with 
the console. You could keep walking until 
it was out of range, but we found that the 
quickest solution was to remove the bat- 
teries from the wireless controller. 

Batteries & Rechargeable 
Battery Packs 

The Xbox 360 wireless controller re- 
quires some source of power to operate. 
The default method is AA batteries. Just 
press on the tab of the battery compart- 
ment and pull down to remove it from 
the controller. Place two AA batteries 
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Battery 
Compartment 



USB Port 



into the battery pack with the positive 
and negative ends as indicated and slide 
the battery pack back onto the wireless 
controller until it snaps into place. 

Microsoft says that the wireless con- 
troller should function for up to 40 hours 
on two AA batteries. Some features, such 
as the customizable rumble that gives you 
tactile feedback when playing certain 
games, use a significant amount of energy 
and can reduce the battery life to some- 
thing closer to eight hours. 

Microsoft sells an optional Xbox 360 
Rechargeable Battery Pack and charger 
for $19.99, which provides up to 25 
hours of play time. The charger can be 
used to charge the battery pack even 
while the controller is being used, and 
the investment may end up saving a lot 
of money in the long run, compared to 
the cost of frequently replacing AA bat- 
teries. One additional benefit is that you 
can charge the controller while the Xbox 
360 console is turned off, or you can 
charge the controller by connecting it to 
any USB port, not just a port on the 
Xbox 360 console. 



Overall Performance 

Both controllers — wired and wire- 
less — are light and comfortable, impor- 
tant attributes for devices you might be 
holding for hours on end as you engage 
in marathon gaming sessions. Even with 
two AA batteries, the wireless controller 
is lighter than most other game console 
controllers. Both controllers seem to be 
made with quality in mind and have a 
very solid feel to them. 

The changes Microsoft has made to 
the placement of the controller's buttons 
are definite and immediately noticeable 
improvements. In the heat of gaming, 
though, it's easy to slip and hit one of the 
bumper buttons instead of the triggers, so 
the new button placement can take a 
little getting used to. 

It's Just About Perfect 

The wireless controller performed 
flawlessly. Even well beyond the recom- 
mended 30-foot range, the controller 
showed no sign of signal degradation, 



and we noticed no impact in terms of 
performance or functionality. With the 
exception of issues that may occur as the 
batteries begin to fade, the wireless con- 
troller performed every bit as well as its 
wired counterpart. 

The wireless Xbox 360 controller uses 
the same 2.4GHz frequency range used 
by most common wireless devices around 
the home. Tested in an environment re- 
plete with cordless phones, wireless com- 
puter networks, microwave ovens, and 
baby monitors all sharing the same fre- 
quency range, the wireless controller did 
not exhibit any signs of interference. 

The old Controller S was already one 
of the better-designed game controllers 
available, and the changes that Microsoft 
has made in terms of button placement, 
weight, and the slope and contour make 
both of the Xbox 360 controllers that 
much better. The performance and range 
of the wireless controller make it a clear 
winner and sets an impressive benchmark 
for competing consoles and third-party 
controllers to try and match. A 
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Play & Charge Kit 
Offers Advantages 



Play Constantly, With No Down Time 




The Xbox 360 Play & 

Charge Kit lets you 

charge your wireless 

remote control via the 

USB port in your Xbox 

360 while you game. 



o 



ne of the great things about the 
Xbox 360 console is its ability 
to use wireless controllers. This 
isn't a new phenomenon (after all, even 
the original Nintendo console had wire- 
less controllers), but the 360's 30-foot 
range pushes the limits of wireless 
gaming technology. If you buy a pre- 
mium system, a wireless controller is in- 
cluded, but they're also available online 
($49.99; www.xbox.com ). There is, how- 
ever, a downside to this technology: It 
can really eat up batteries. And nothing 
can be more frustrating than having your 
wireless controller run out of juice just 
when you need it most. Luckily, 
Microsoft has developed the Play & 
Charge Kit, an add-on specifically de- 
signed to keep this nightmare at bay. 



Charge Up, Keep Gaming 

The Xbox 360 Play & Charge Kit lets 
you keep gaming even when your con- 
troller runs low on battery power. Simply 
plug your controller into the charger, and 
you're good to go. Your controller uses the 
charging cable to power up your battery 
pack via the USB controller port on your 
Xbox 360, while still communicating 
wirelessly with your console via infrared 
signal. Your Xbox 360 has to be turned on 
in order for the controller to charge, 
though. This process can take up to six 
hours. You do have another option for 
charging, though. The Play & Charge Kit 
can draw power from any USB port, so 
you don't have to use your 360 to charge 
it. If you have a PC or laptop handy, you 



can plug the charger cord into your com- 
puter and charge your controller that way. 

The Play & Charge Kit works exclu- 
sively with Xbox 360 Wireless con- 
trollers. It features a NiMH (nickel-metal 
hydride) rechargeable battery pack that, 
when fully charged, gives you up to 25 
hours of game play before it needs 
recharging. 

NiMH battery packs have been a solid 
source of rechargeable energy for over 20 
years, but there are still advantages to 
using disposable batteries. Though a bat- 
tery pack should last longer than a supply 
of batteries that costs the same, if you use 
the Play & Charge Kit with a battery 
pack, you'll also spend more time wired 
to your console. When disposable bat- 
teries die, you simply take them out, re- 
place them with a new set, and then go 
on gaming wirelessly. But when your 
NiMH battery pack dies, you have to 
charge your controller for up to six hours. 
If you're doing this while you game, it de- 
feats the purpose of having a wireless con- 
troller because your charger will have to 
be plugged in to your Xbox 360. 

Though the $19.99 price tag for the 
charger and a NiMH battery pack means 
paying more initially than you would for 
a pack of AAs, you should come out 
ahead in the long run. The only drawback 
with the charger is that it can take up to 
six hours to charge your battery pack 
completely. That's six hours of gaming 
that you'll spend tied to your Xbox 360. 
If you don't mind that, then the Play & 
Charge Kit is a great purchase. CPU 

by Sam Evans 
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Easy Does It 

How To Use The Play & Charge Kit 



If you've just purchased the Play & 
Charge Kit, the first thing you need 
to do is insert the rechargeable battery 
pack into your controller: Remove the 
old battery pack by pressing the tab at 
the top of the rear of the controller. 
Next, insert the new battery pack by 
placing the bottom end in first and then 
pushing the top into place. You should 
hear a click when the pack has locked 
into place. Never attempt to use the Play 
& Charge Kit on a controller that doesn't 
have a battery pack installed. Doing so 
could damage the controller. 




Nervous about leaving your 360 
unattended while it charges your 
controller? Any USB port can handle the job. 

To charge your device while you 
game, simply plug one end of the kit into 
your controller. It should fit snugly into 
the top. Plug the other end into one of 
the USB ports on the Xbox 360 console. 

A red light will turn on, signaling that 
the battery pack on your controller is 
charging. (This doesn't affect your 
gaming in any way. It's just a sign that 
the charger is working correctly and that 
your battery pack is charging.) When the 
pack is completely charged, the red light 
will turn to green. You can, of course, 
disconnect before the battery pack is fully 
charged, but you won't get the same life 



out of the charge, and you'll have to 
recharge sooner than if your battery pack 
had been completely charged. 

A completely dead battery pack can 
take up to six hours to fully charge, but 
no more than 20 minutes to store 
enough juice to power your controller on 
and let you start gaming. After this quick 
jumpstart, the controller will be fully 
functional and ready for you to use. 

The only bad thing about this kit is 
that Microsoft didn't somehow figure 
out a way to send power wirelessly, too. 
It's a great device that can keep your 
wireless controller going for a long time. 
The only downfall is that for the few 
hours you might be using the charger, 
you won't be completely wireless and 
won't get to use the full 30-foot range of 
which the wireless controller is capable. 
When you're connected to the charger, 
you're attached to a cord about one- 
third that length. Then again, most 
gamers don't sit that far away from the 
television anyway, even after our 
mothers warned that we'd all go blind 
from sitting so close to the screen. 

Low Energy Levels 

If you invest in this accessory, you'll 
want to know when to use it. After all, 
the main benefit of the device is being 
able to charge while you play, not to 
completely drain your battery pack and 
then have to wait up to 20 minutes for it 
to recharge enough to use again. 

Not to worry. Xbox has your back. 
Sign in to your profile on your 360 con- 
sole and then press the Xbox Guide 
button (that silver orb-like button with 
the green X that's popping out of the 
middle of your controller). Your profile 
should pop up on the left side of your 
screen. At the upper left of your screen is 
a small icon that resembles a battery. 



Depending on the juice left in your con- 
troller, there could be anywhere from zero 
to four bars in the battery icon. The more 
power you have left, the more bars you'll 
see. Take a second to check your power 
level before you start a session of heavy 
gaming. If you're getting low, forego the 
long-range wireless activity and plug your 
controller into the Play & Charge Kit to 
renew your battery pack. However, don't 
keep your controller hooked up to the kit 
all the time. Constantly feeding your bat- 
tery pack power can destroy its ability to 
store juice. 

Play & Charge Saves Money 

The Play & Charge Kit is a must-have 
and it will pay for itself in no time. Use 
the Play & Charge Kit wisely, monitor the 
power level of your battery pack, and dead 
batteries will be a thing of the past. A 




The red light on the Play & Charge Kit 
means that you've connected the charger 
cable correctly, and the battery pack is 
now charging up. 




Check the status of your battery pack early 
and often. It's located in the upper left of 
your Xbox Dashboard screen. 
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TlieXbox 
360's Handiest 




Rechargeable Battery Pack Saves Time & Money 



M 



icrosoft's Xbox 
360 Premium 
package features 



a wireless controller, and 
many gamers will gladly 
shell out the $49.99 for an 
additional wireless con- 
troller. The biggest down- 
fall of going wireless is 
simply keeping up with the 
amount of power these 
controllers demand. Serious 
gamers are forced to change 
their batteries every few 
weeks, and while a pair of 
AAs doesn't seem like that 
big of a deal, changing 
them so frequently can add 
up very quickly. Luckily, 
Microsoft has released a 
rechargeable battery pack 
($11.99; www.xbox.com) 
to reduce some of the cost and worry that 
goes with constant battery buying. 

Charge It 

A rechargeable battery pack is a great 
way to save some money in the long run, 
but you have to be willing to make an ini- 
tial investment. Not only do you need the 
battery pack itself, but you'll also need a 
charger to replenish it when it's running 
low. There are a couple of ways you can go 
when it's time to recharge: Microsoft in- 




The Xbox 360 Rechargeable Battery Pack gives users up to 25 hours of 
play per charge, and it saves you time and money compared to 
replacing nonrechargeable batteries every few weeks. 



you could be twiddling your thumbs for a 
couple of hours while you wait for your 
battery pack to charge. That's where the 
Xbox 360 Play & Charge Kit ($19.99; 
www.xbox.com) comes in. This device 
connects your wireless controller to your 
360 console and powers the controller via 
one of the USB ports on your 360. The 
best thing about this accessory is that it 
can do all of this while you game. The 
Play & Charge Kit is a little slower than 
the Quick Charger, though. If your bat- 
tery pack is completely drained, it can take 
as long as six hours to fully charge. 

You might be wondering if buying a 
Play & Charge Kit that comes with a bat- 
tery pack is actually more cost-efficient 
than buying disposable batteries. Well, 
let's do the numbers: If 
you were to spend your 
$20 on AA batteries, you 
could buy about four 
Energizer four-packs. You 
might be able to squeeze 
about 40 hours of life 
from one pair of AA bat- 
teries, so the eight pairs of 
batteries gets you about 
320 hours of gaming. For 
most of us, that's about 
an eight-month supply of 
batteries. That same 320 
hours of game play is 
only about 13 charges of 
the battery pack. 

The battery pack will 
gradually lose its ability to 
hold its charge as you 
game, which means that 
the 25-hour maximum 



tends to offer a battery pack charger called 
the Xbox 360 Quick Charge Kit ($29.99; 
www.xbox.com). Upon its release, it will 
be the fastest way to charge a drained bat- 
tery pack Just pop in a dead battery pack, 
plug the AC adapter into a wall outlet, and 
you'll be gaming in no time. The device 
can charge one pack in a little under two 
hours, or it can charge two packs simulta- 
neously in under four hours. 

The only bad thing about the new 
Quick Charge Kit is that if you don't have 
an alternate battery pack to game with, 



will slowly but surely de- 
cline; but assuming that you take decent 
care of it, the battery pack should defi- 
nitely outlast your supply of disposable 
AA batteries. Plus, there's an added ben- 
efit: When the battery pack finally does 
kick the bucket, you don't have to buy an- 
other charge kit; you can simply buy an- 
other battery pack for $11.99. You'll 
spend more money initially if you decide 
to go this route, but when is all said and 
done, you'll come out way ahead. CPU 

by Sam Evans 
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Easy To Use, 
Simple To Maintain 

Install & Use The Xbox 360 Battery Pack I 




When installing your battery pack, start 
from the bottom up. Put the bottom end in 
first and then snap the top end into place. 
This also reduces the possibility of getting 
your fingers pinched. 




Microsoft offers two products that can 
charge your rechargeable battery pack. 
The Xbox 360 Quick Charge Kit takes a 
battery from dead to done in about two 
hours. It can take kits such as this Xbox 
360 Play & Charge Kit up to six hours, but 
you can also keep playing while it charges 
the battery pack. 

If you decide to pick up a rechargeable 
battery pack, you'll discover that it's 
very easy to install and use. To install it 
in your controller, press the tab on the top 
of the AA battery pack that's currently in 
your controller and pull it out. Next, in- 
sert the bottom part of the rechargeable 
battery pack into the battery compartment 
of the control and push the top section 



into place. You should hear a click as the 
button on the battery pack locks it into 
place. If you've purchased the Play & 
Charge Kit (mentioned above), you can 
charge your battery pack while you game 
with the Play & Charge Kit. If you just 
bought the Quick Charge Kit, you'll have 
to insert it into one of the two open slots 
to charge before you can use it. This is ba- 
sically the same process as inserting the 
pack into the controller. Put the bottom 
in first and then snap the top into place. 
Once your battery pack charges, you can 
put it in your controller. With the Quick 
Charge Kit, a completely dead battery 
pack will charge in about two hours. You 
can shorten the charge time by basing it 
on how many hours of play you need. You 
don't need to wait two hours for your bat- 
tery pack to fully charge if you're only 
going to game for a couple of hours. 
Fifteen to 20 minutes on the charger 
should be more than enough to accom- 
modate a session of that length. 

Keep It Clean 

Maintenance is an important part of 
owning a battery pack. Every rechargeable 
battery slowly loses its ability to hold a 
charge, but if you take the proper precau- 
tions, you can delay these effects. The 
most important thing you can do to 
lengthen the life of your battery pack is 
simply to keep it clean. Don't eat or drink 
around your controller. If you do spill 
something that gets on the battery con- 
tacts, Microsoft recommends that you 
clean them immediately using a dry cloth. 
Don't use water or cleaning chemicals, as 
those could further damage the contacts. 

The Xbox 360 Rechargeable Battery 
pack is great for those of us who need an 




Keep metal objects away from the battery 
contacts. If you spill something or get 
anything on these contacts, wipe it off 
using a dry cloth. 

extra option when batteries or cash are 
limited. A fully charged battery pack can 
last up to 25 hours, and recharging is a 
breeze with either the Play & Charge or 
the Quick Charge kits. The rechargeable 
battery pack is a bit of an investment, but 
it'll quickly pay for itself. A 



Play It Safe 



f you're like us, then by now you've 

learned that anything that holds an 
electrical charge can be dangerous. 
This includes the Xbox 360 
Rechargeable Battery Pack. However, 
when used properly, there is nothing to 
worry about. Here are some dos and 
don'ts from Microsoft. 

Do charge your rechargeable battery 
pack with a Microsoft-approved 
charger such as the Play & Charge Kit 
or the Xbox 360 Quick Charge Kit. 

Do keep your battery packs out of 
the reach of small children. 

Do recycle any nonfunctional battery 
packs according to your local disposal 
regulations. 

Don't heat, open, puncture, or muti- 
late a rechargeable battery pack, even if 
it has gone bad. 

Don't let metal objects touch the bat- 
tery contacts. 

Don'tlet battery fluid touch your 
skin or clothes in the event of a 
battery pack leak. If battery fluid does 
touch you, flush the affected area with 
water immediately. ▲ 
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Headsets 

For Xbox 360 

The Stylish Way To Chat It Up 



M 



icrosoft's Xbox Live offers 
an excellent chat feature. 
Thanks to the service, you 
can give instructions to your team- 
mates, trade insults with your com- 
petitors, and chat with friends. 
Microsoft also offers this service for 
Xbox 360 gamers. You'll need an 
Internet connection, the Xbox Live 
service, and an Xbox 360-compatible 
headset to start chatting. 

Microsoft's Xbox 360 
Headset 

The Xbox 360 includes a headset 
that handles both voice commands 
and chatting. The device has a single 
earphone and a flexible, adjustable 
headband that stretches over your 
head to a foam grip, which rests just 
above your other ear. If you're a 
light gamer, you probably won't have any 
trouble with the headset; we found that 
the pressure from the grip was noticeable 
after about an hour. Gamers who play for 
hours may find the constant pressure irri- 
tating. Also, the plastic that secures the 
foam grip may rub against your ear. 

On the upside, the headset (which fea- 
tures mic noise-canceling technology) 
plugs directly into your handset's expan- 
sion port. Its unique three-pronged plug 
supports both wired and wireless con- 
trollers and houses the headset's controls. 
You can adjust the volume by spinning a 
small dial or flip the mute/mic switch to 
prevent other gamers from hearing a pri- 
vate conversation in your room. You also 
can adjust the pliable boom so that it isn't 



The X30 also has a volume dial and 
Mute/Mic button, but these are located 
on a shirt clip, rather than at the plug. If 
you use a headset for your mobile phone, 
you're already familiar with this easy-to- 
reach setup. That said, some gamers may 
prefer the Xbox 360 Headset's volume 
control, as they can reach it without re- 
moving their hands from the controller. 

Of course, the X30's most important 

feature is the earpiece itself. Rather than 

being an over-the-head clip, the headset 

plastic-and-rubber device wraps around 

your ear. The headset also uses an 

earbud instead of the traditional 

padded earphone. 

"The X30 helps deliver the ulti- 
mate online gaming experience by 
providing a killer, discreet design 
and precision voice without over- 
powering the actual game audio," 
says Sandra Peterson, product man- 
ager for gaming and entertainment 
at Plantronics. 




The Xbox 
headband 
X30 slips 



too close to your mouth. And 
thanks to its reversible design, 
you can wear the padded ear- 
phone on either ear. 

The Xbox 360 Headset is 

sturdy, but if you manage to 
break it (or if you buy the Xbox 360 Core, 
which does not include a headset), you can 
buy the headset separately for $19.99. 

Plantronics' GameCom X30 

Accessory makers are quickly building 
up their Xbox 360 lines, so it's no surprise 
that Plantronics ( www.plantronics.com ) 
has a new headset that supports both the 
original Xbox (with a Communicator 
Module) and its new sibling. 



360 Headset (left) features the traditional 
design, whereas the Plantronics GameCom 
comfortably over one ear. 



The boom is a little stiff, but it swivels 
for more control. The earbud also swivels, 
so you can wear the X30 on either ear. 
Plus, the mic has a noise-canceling feature 
to reduce external sounds (other than your 
voice). The X30 isn't available at the time 
of this writing, but Plantronics assures us it 
will be available for $39.95 via its site by 
the time you read this article. It expects re- 
tailers to sell the headset for $29.99. CPU 



by Joshua Gulick 
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Xbox 360 
Headset Tutorial 

Plug Some Lively Banter Into Your Game 



Headsets aren't complicated, but 
the better you know yours, the 
less you'll fumble with it while 
raising the volume or adjusting the boom 
during an in-game shootout. We'll show 
you how to handle Xbox 360's headset. 

The Xbox 360 Headset has an unusual 
plug housing that won't fit original Xbox 
controllers, but you won't have any trouble 
attaching it to your wired or wireless Xbox 
360 controller. You'll find the three-hole 
port at the back of the controller, between 
the palm grips. You can pull it out as easily 
as you pop it in; the controller doesn't have 
a release button. Determine which ear 
you'd like to place the earphone on and 
then rotate the boom so that it points for- 
ward. When you place the headset on your 
head, pull the white and gray portions of 
the headset to extend it so it fits better and 
bend the boom so that the microphone sits 




The Xbox 360 Headset's volume and mute 
controls sit near the 2.5-millimeter plug, 
which means you can change the settings 
without lifting your hand from the controller. 

near your mouth. The microphone has a 
hole that will face you unless you twist the 
flexible boom. If you're unsure whether 
you've twisted the boom too far, pull back 
the foam cover so you can find the mic's 



hole. Microsoft recommends putting the 
mic about an inch away from your mouth. 

Avoid any head-jarring 
audio surprises by lowering 
the volume before you put 
on the headset. Then dial it 
to the appropriate level. 

Chat & Rave 

You can start chatting as 
soon as you enter the game 
(via the game's channel) and 
speak with the other players. 
You won't need to press any 
buttons to speak, and you'll 
hear your friends via the 
headset's earphone, but your 
speakers will handle all other 
game sounds. 

If you want to chat with a 
friend who is playing a dif- 
ferent game, press the Guide 
button and select Private 
Chat below the Community 
section. When the Private 
Chat window appears, you'll 
find a list of Chat Channels. 
Select the channel in which 
your friend is chatting. If 
your friend isn't in any of 
these channels, select one of 
the numbered empty chan- 
nels and then select your 
friend's name from the list; this action 
sends a chat invite to your friend. 

You also can send chat invites via the 
Friends menu. This menu might let you 
find your friend's Gamertag a little faster, 
as you won't need to scroll through the 
names of people you've recently met. 

While playing, press the Guide button 
and select the Friends button in the 



Community bar. Select your friend from 
the list. (If you haven't added your friend, 
you can do so now via the Add Friend 
button.) Next, select Invite To Private 
Chat, which will send a chat invite to your 
friend. When your friend accepts the in- 
vite, you can talk, but you won't be able to 
chat with the other gamers you're playing. 

Why We Love Mute 

Don't overlook your headset's mute 
button, as it can save you from accidentally 




Press the Guide button to open a menu that offers status 
and chatting options. This menu also lets you connect with 
any friends who are also signed into Xbox Live. 




SLeiblander 
Invite sent 



W' 



Private chat allows one-on-one 
voice conversations over Xbox 
Live while playing Xbox 360 
games, watching DVD movies, or 
using the Xbox Dashboard, 

Use the list of chat channels to 
switch between chat channels 
and to creata new private chats. 




If you want to chat with a friend who is playing a different 
game, send him an invite. When he accepts, you'll leave your 
game's chat channel and enter a private chat with your friend. 



sharing personal conversations with your 
fellow gamers. If you don't plan to speak 
with your teammates and opponents, flip 
the mute switch. Of course, if your headset 
doesn't seem to work, you'll want to put 
"check the mute switch" at the top of your 
troubleshooting checklist. A 
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Xbox Wireless 

Network 

Adapters 

Play Online Without The Wires 



The Xbox 360 can do more than 
just play video games. When con- 
nected to a network, you can 
stream images, music, and — in 
some cases — video to your 
Xbox 360. If your net- 
work includes an Internet 
connection, you can 
download games and 
demos from Xbox Live 
Marketplace and play 
against other players via 
Xbox Live. 

Unfortunately, networking 
your Xbox 360 isn't always easy. 
After all, most of us don't have 
Ethernet in our living rooms, and run- 
ning a cable across the floor isn't the 
most atheistic solution. Microsoft's 
Wireless Network Adapter ($99.99) lets 
you connect your Xbox 360 to your 
home network from nearly any room 
in your home, and it does so without 
the need to string Ethernet all over 
the house. 

The Xbox 360 Wireless Network 
Adapter offers support for the three 
major wireless network standards and 
several different security standards, 
making the adapter compatible with any 
existing wireless network you might 
already have in place. 

Supported network standards include 
802.11a, 802.11b, and 802. llg. The 





but it is a problem if you have other sys- 
tems on your wireless network that con- 
tain sensitive information. Although 
locking down your network is crucial, 
you also have to be sure that all devices 
on your network support the security 
standard you choose. The Wireless 
Network Adapter supports WPA, WPA- 
2, and both 64-bit and 128-bit WEP. 
WPA-2 is the most secure standard, but 
it's new and older devices don't support 
it. WPA isn't quite as secure as WPA-2, 
but it's been around longer, so it has the 
support of a larger number of wireless de- 
vices. Finally, there's WEP, which is the 
weakest of these security standards, but 
nearly every device supports WEP. Of 
course, 128-bit WEP is more secure 
than 64-bit WEP. 

You also can use the Wire- 
less Network Adapter to con- 
nect two Xbox 360 units. 
Simply connect an adapter 
to each Xbox 360 and con- 
figure each unit using the 
same network settings. 

The Wireless Network 

Adapter itself is small and 

connects neatly to the back of 

the Xbox 360. It plugs into the 

USB port located on the rear of the 

system (above the Ethernet port), and 

the adapter draws power directly from 

Xbox 360's USB port, so there's no 



latter 

two of these 
standards are 
more popular, 
but Microsoft rec- 
ommends using 802.11a 
if possible because it's less susceptible 
to interference. Even so, it's also harder 
to find 802.1 la-compatible devices 
if you plan to add other devices to 
your network. 

Securing a wireless network is crucial 
because RF signals aren't confined to 
your home. As a result, it's possible 
for neighbors or anyone nearby to join an 
unsecured network. If you're just playing 
Madden NFL 06, this isn't a big deal; 



need for 
an additional power 
cable. The adapter also includes a status 
LED that indicates when the adapter is 
online (a green light) and whether it's 
experiencing any hardware issues (a 
flashing red light). If you decide to plug 
in an Ethernet cable, the adapter auto- 
matically shuts off because the Xbox 
360 will choose a wired connection over 
a wireless connection. CPU 

by Chad Denton 
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Get Online 

Taking It One Step At A Time 



Getting the Wireless Network 
Adapter to connect to a wireless 
network is a relatively painless 
process. We'll walk you through the process 
of physically connecting the adapter and 
configuring the Xbox 360 to recognize and 
connect to your wireless network. 




1. Align the tabs on the Wireless 
Network Adapter with the slots on the 
back of the Xbox 360 and snap the 
Wireless Network Adapter in place. If 
you need to remove the adapter, press 
the button on the side of the adapter 
(nearest the LED) and remove. 




2. Connect the USB cable to the 
nearby USB port on the back of the 
system, rotate the antenna so it points 
straight up, and turn on the Xbox 360. 




3. If you have a game disc in the drive, 
press the Guide button and press Y to 



enter the Xbox 360 Dashboard. Check 
the LED on the Wireless Network Adap- 
ter. A steady red LED indicates the 
Wireless Network Adapter is on but not 
connected to a network. A blinking red 
LED indicates a hardware problem, so 
try unplugging the USB cable and plug- 
ging it back in. If that doesn't solve the 
problem, perhaps you're having trouble 
with your Wireless Network Adapter 
or your Xbox 360's USB port. On the 
other hand, if the LED isn't even on, 
make sure you've properly plugged the 
adapter's USB cable into the Xbox 360's 
USB port. If you don't have any wireless 
security in place, the adapter may auto- 
matically connect to your wireless net- 
work. When the adapter is connected to 
a network, the LED appears green. 



Edit your consols'* network 
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4. To configure the adapter's security 
settings, select the System tab in the Xbox 
360 Dashboard. Select Network Settings, 
followed by Edit Network Settings. 




5. Select Wireless Mode and then se- 
lect your wireless network from the list. 
If your wireless network doesn't appear 
here, select Specify Unlisted Network. 




6. If you select Specify Unlisted 
Network, enter the network's SSID 
(Service Set Identifier; sometimes referred 
to as Network Name). Consult your wire- 
less router's manual for more information 
about how to log in to your router. 
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7. Select the type of security your 
wireless network uses. Your options in- 
clude WEP (64-bit key), WEP (128-bit 
key), WPA Passphrase, WPA2, or No 
Security. Next, provide the proper key or 
passphrase. If you don't know this infor- 
mation, you can usually find it in your 
wireless router's setup utility. Again, con- 
sult you router's documentation for more 
information about logging in to the 
router's setup utility. 
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8. Select the Test Network setting. All 
options should pass, and the LED on the 
Wireless Network Adapter should be 
green to indicate that it has established a 
network connection. Your Xbox 360 
should now connect to the network each 
time you turn on your Xbox 360. A 
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Remote 
Control 

Microsoft's Universal Remote 
Makes Life Easier For 360 Users 
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The Xbox 360 Universal Media Remote 
features the same Xbox Guide and A, B, 
X, Y buttons as the 360 game controllers. 



The Xbox 360 has definitely taken 
the game console to a new level. 
In addition to playing games, you 
can use the Xbox 360 to play movies 
and CDs, connect to the Internet, and 
transfer content to and from your com- 
puter using a LAN. With all of these 
functions, users need an easy way to 
manage them, and that's how the Xbox 
360 Universal Media Remote ($29.99; 
www.xbox.com ) can be of service. It 
offers a convenient way to harness all of 
the capabilities of the 360 console in one 
remote control. 

This is actually the second remote 
control Microsoft designed for the 360 
console. The first, which, for a limited 



time, came with the Xbox 360 as a free 
accessory, looked very similar to this uni- 
versal remote — even featuring the same 
curves and ergonomic design — but it 
lacked the TV functionality included in 
the universal media version. 

However, if this particular model 
doesn't strike your fancy, Logitech 
released Harmony Advanced Univer- 
sal Remote For Xbox 360 ($129.99; 
www.logitech.com ). This is a remote 
control with learning capabilities, 
meaning it can capture infrared sig- 
nals from your old remote and dupli- 
cate them. For more information on 
this product, check out "Aftermarket 
Accessories" on page 135. 



Remote Layout 

When comparing the Universal Media 
Remote to Logitech's model, you'll notice 
a few similarities. Both have the Xbox 
Guide button, that silver orb that can 
take you to your profile with one push. 
Logitech's model also has A, B, X, and Y 
buttons that are similar to those on the 
Universal Media Remote, so if you have 
your remote in hand and see a task that 
requires the use of one of those buttons, 
you don't need to drop the remote and 
grab another one. 

The DVD section on the Universal 
Media Remote is located below 
the row containing the Xbox 
Guide, Open/Close (tray), and 
On/Off buttons. This section 
includes your basic DVD com- 
mands, such as Rewind, Fast 
Forward, and DVD Menu. 
Below that section is another 
section with four directional 
buttons and an OK button in 
the center. You can use these 
directional buttons to move in- 
side the Xbox Live, Games, 
Media, and System tabs on- 
screen, as well as navigate nearly 
any other menu that requires 
the use of directional buttons to 
move around. 

The next section in the Uni- 
versal Media Remote's layout is 
the row of controller buttons 
(A, B, X, and Y), which we've 
already discussed. Just below that row is 
the TV section of the remote, which con- 
tains the basic Channel Up, Channel 
Down, Volume Up, Volume Down, and 
Mute buttons, as well as a 12-button nu- 
meric keypad and other button features. 
You'll also see the Windows Media 
button (the green button with the 
Windows logo on it) in this area. The 
Windows Media button helps you set up 
the Windows Media Extender software, a 
program that lets you link to your com- 
puter via a LAN connection and upload 
movies, songs, or pictures to view via 
your Xbox 360. CPU 
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SetUp 
For Success 

Let This Remote Handle All Your Media 




The backlit keys allow for easy remote navigation 
users prefer playing in the dark. 

Out-of-package setup for this re- 
mote is extremely simple. To use 
it with your Xbox 360, simply 
remove it from its packaging, insert a 
couple of AA batteries in the back com- 
partment, and you're ready to go. The next 
step is to program your universal remote, 
so it recognizes your television. This isn't 
quite as easy, but it's still pretty painless. 

Before you can use your Xbox 360 
Universal Media Remote with your tele- 
vision, you need to configure the remote 
for use with the TV brand you have. You 
can do this by either manually entering a 
code for your television or by scanning 
your television for its code. 

The support area on Xbox's Web site 
( www.xbox.com/support) has a long list 
of televisions the remote is compatible 
with. To get to the list and codes, visit the 
main support Web page and click System 
Setup in the Additional Support Topics 
category. Next, click the System Setup 
For Xbox 360 link, click the Set Up Your 
Accessories link, and then click Universal 



-even if 



Media Remote from the 
list of accessories. In the 
To Enter A TV Code 
section, click the TV 
Codes For The Xbox 
360 Universal Media 
Remote link, which will 
launch a new window 
that displays the codes 
for the most popular 
TV manufacturers. 

Once you find a po- 
tential code for your 
television, turn it on 
and point the remote 
toward the television. 
Simultaneously hold 
down the TV and OK buttons for two 
seconds; this action will cause all of the 
buttons on the remote to light up for a 
couple of seconds. (Only the numeric 
keypad at the bottom will remain lit.) 
This indicates that the remote is ready 
to accept a TV code. Enter a four- 
digit code using the 
numeric keypad and 
press the TV button. 
All of the buttons will 
then flash three times, 
signaling that the code 
has been received. 

Next, try turning 
off your television; if 
you've entered the cor- 
rect code for your tele- 
vision, it will shut off. 
But if your television 
doesn't shut off, try en- 
tering another code. 
Once you enter the cor- 
rect code, press the TV 
button, followed by a 



command, and your television should ex- 
ecute it. Press the TV button again to 
switch back from controlling your televi- 
sion to controlling your Xbox 360. 

If you scan for a TV code, it'll require 
a little time, but the end result is the 
same. Start by turning on your television 
and holding down the TV and OK but- 
tons simultaneously for two seconds. 
Next, push the Channel Up or Channel 
Down button until your television turns 
off. Each time you push this button, the 
remote control sends an Off command to 
your television on a different frequency. 
When your remote finds the correct fre- 
quency, your television will shut off. 

After your television turns off, press 
the TV button on the remote to save the 
code. Your remote will blink three times 
to confirm that the code has been saved. 
Be patient if you use this method; we had 
to press the button 92 times before we 
locked onto a signal that would work for 
our RCA TV. 

The Universal Media Remote does an 
adequate job of addressing the full func- 
tionality of the Xbox 360 by letting you 
use it to control your television and 
DVD player, and at a price that's under 
$30, it won't make that big of a dent in 
your checking account. Plus, you can use 
the Windows Media Extender button to 
start the setup process that will let you 
upload songs, pictures, and even movies 
from your PC. A 
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The ergonomic design, wide range of functionality, and 
reasonable price make this universal remote a great option 
for anyone with an Xbox 360. 
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Xbox 360 Hard 
Drive Addition 



More Storage For Your Gems 
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When it comes to storing data 
such as saved games and 
other types of content, the 
Xbox 360 gives you two options. One is 
to use the small portable 64MB memory 
units that plug into the ports on the front 
of the console. A more powerful and flex- 
ible option, however, is to use Xbox 
360's optional 20GB Hard Drive. 

Although you don't need the hard 
drive to play the majority of Xbox 360 
games, Microsoft says the hard drive can 
improve game performance by caching 
game data, which can reduce load times. 
Nevertheless, if you want to play any of 
the games designed for the original Xbox 



that are compatible with the Xbox 360, 
the hard drive is required because it con- 
tains emulation software that the Xbox 
360 needs to run older Xbox games. (All 
original Xbox consoles came with an in- 
ternal 8GB hard drive.) 

Even if you don't plan to play original 
Xbox games, another good reason to con- 
sider the hard drive is to store downloaded 
content, such as games purchased from the 
Xbox Live Arcade. Although you could 
store these games on 64MB Memory 
Units, most of them are at least several 
dozen megabytes in size, which means that 
it's unlikely you'd be able to fit more than 
two games onto a Memory Unit. The 



same is true for the myriad of 
playable game demos avail- 
able on the Xbox Live 
Marketplace: Many down- 
loadable demos for shrink- 
wrapped retail games can 
approach the 1GB mark in 
size, so downloading to the 
hard drive is the only option. 
(A fringe benefit of having 
the hard drive is that it gives 
you the ability to rip audio 
CDs and store them on your 
Xbox 360.) 

Although the hard drive's 
stated capacity is 20GB (the 
only size currently offered), 
only about two-thirds of the 
space is initially available for 
user storage because the drive 
comes with a lot of preloaded 
content. This includes songs, 
picture icons for your Xbox 
Gamer card, special Dash- 
board themes, several brief 
HD-quality videos, and 
Hexic HD, a puzzle game from the creator 
of Tetris. Of course, you can delete most of 
this content — along with anything you 
download yourself — at any time to free up 
more space on the drive. 

There are two ways to get your hands 
on the Xbox 360 Hard Drive. If you 
haven't purchased your console yet, 
make sure you buy the $399 package 
because the $299 Xbox 360 Core 
System doesn't include the hard drive. 
The hard drive also is available sepa- 
rately for $99, so you can add it to an 
existing Xbox 360 later. CPU 

by Joseph Moran 
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An Installation That's 
As Easy As 1 -2-3 

Simple Steps To Add Space To Your Xbox 



Now we'll show you how to in- 
stall the hard drive on your 
Xbox 360. Fortunately, it's ex- 
tremely easy to do — the drive connects 
directly to the system without the need 
for cables or mounting hardware. (If you 
purchase the $399 Xbox 360 package, 
the console comes out of the box with 
the hard drive already attached.) 



But before you try to install the hard 
drive, make sure you turn off the Xbox 
360 and unplug all the cables, including 
those for power, networking, A/V, as 
well as controllers. If you keep your con- 
sole in a confined space, such as an en- 
tertainment center, temporarily take it 
out of that area so you can get better ac- 
cess to the console. 



Your New Addition Is Complete 

That's all there is to it. Note that you 
can easily remove the hard drive by 
pressing the release button and gently 
lifting the hard drive out of the bay, but 
make sure you turn off the console be- 
fore doing so. A 




Hold the hard drive over the hard drive Day wun me narrow 
end toward the front of the console and the connector toward 
the bottom. Align the slot on the back of the hard drive with 
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Memory 
Units 

Keep Track Of Your Gaming 



The Memory Unit, Xbox 360's 
medium for portable storage, is at 
the same time one of the simplest 
and most important accessories in Micro- 
soft's arsenal of add-ons. The Memory 
Unit is a simple 64MB flash memory card 
in a durable plastic casing with a propri- 
etary plug. It allows you to save game or 
gamer information for later recall on any 
Xbox 360 and can store game add-ons or 
multimedia files for playback on your 
system. If you're an experienced user of 
the original Xbox and were underwhelmed 
by the old Memory Units, take heart. The 
new version, as much improved as the 
overall system, has eight times the capacity 
of the original and now resides in the con- 
sole rather than in the controller. 

With the Xbox Core system, a 
Memory Unit really isn't optional. 



Without a hard drive, a Memory Unit is 
the only way to set up a Silver or Gold 
Xbox Live membership. It's also the only 
way to save games and settings. And even 
with a hard drive (purchased separately or 
included in the Premium system), you'll 
want portable storage for carrying your 
saved games and profiles when you share 
machines or travel to friends' places and 
LAN parties. Having a removable backup 
for all your precious, and often irretriev- 
able, data never hurts either. Additionally, 
you can plug a Memory Unit into any 
Xbox 360 kiosk at retail or gaming outlets 
and download demos, previews, acces- 
sories, game enhancements, and design el- 
ements for your system. Microsoft also 
promises to make available music, movie 
trailers, and other multimedia downloads 
from Xbox kiosks. 



As valuable and important as they are, 
Memory Units don't offer many options. 
For the time being, they only come in 
64MB denominations, which is enough 
to save information from about five 
games at a time, depending on how 
much information each title records. You 
can have any color you want as long as 
it's white. But the flash memory storage 
is both durable and fast (2MB per second 
write time, 8MB per second read time), 
though you won't get all 64MB — basic 
internal information takes up a small 
amount of memory. And each unit 
comes with a clear carrying case that con- 
nects to a keychain or lanyard. The Xbox 
360 has slots for two Memory Units, so 
you can double up the total storage avail- 
able. Of course, there's no limit to how 
many Memory Units you can use in 
storing all your favorite kiosk downloads, 
game levels, and settings. 

You can buy Memory Units from most 
electronics and gaming retailers or order 
them online from just about anyone selling 
Xbox 360 accessories. Prices are fairly con- 
sistent around Microsoft's $39.99 MSRP, 
though we were able to find some online 
deals as low as $30. CPU 

by Gregory Anderson 
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Etched In Stone 

Commit Your Gaming To Memory 



Now we'll help you understand 
how to use yours and get the 
most out of their capabilities. 
First, take a minute to browse through 
the Instruction Manual. Pay attention to 
the caution about touching the termi- 
nals: You could damage the unit physi- 
cally or wipe out all the data by handling 
exposed electrical components. And 
check out the support resources on page 
seven — Microsoft offers online and 
phone-based assistance for your system 
and its accessories. 

Getting started with a Memory Unit 
could hardly be easier. Remove it from 
the packaging, plug it into one of the slots 
on your console's front, and you're ready 
to rock. The system should recognize the 
module immediately. If your Xbox won't 
see the module, try removing and rein- 
serting and then test the other port. 

Start by naming your Memory Unit, so 
you can identify it. Open the System 



menu, choose Memory, and identify your 
new Memory Unit. Select Options, and 
with the wireless controller, assign the unit 
a new name. Next, set up or transfer your 
Xbox Live information to the Memory 
Unit. With basic player profile informa- 
tion backed up and ready to go, let's move 
on to saving game play information. 

The specific game saving process varies 
for each title; follow the developer's instruc- 
tions for each game. As you save your 
progress, copy or delete saved information 
from the System menu. Again, select 
Memory and the source Memory Unit. 
Choose Options, select the item type and 
specific data you want to copy or delete, 
and follow the instructions for the appro- 
priate action. This process works for 
moving Xbox Live information, saved 
games, or profiles between an Xbox hard 
drive and Memory Unit, as well. 

Removing the Memory Unit is just as 
easy as plugging it in — pull it out of the 



slot. Take care, though, to wait until any 
read/write activity is finished before re- 
moving the card. 

Earlier, we mentioned the ability to 
download new game features and demos, 
plus player enhancements and other 
multimedia resources from Xbox kiosks. 
All you need to do is find a slick-looking 
Microsoft Xbox kiosk at a friendly neigh- 
borhood electronics retailer, gaming 
specialty store, or other location selling 
Xboxes. Walk up, insert your Memory 
Unit, and browse the menus. Make your 
selections, download, and head out. 
Everything currently available via kiosk 
download is free, and some content is ex- 
clusive to the kiosks. Different stores 
offer various download options, so visit 
several locations and check back regularly 
to see what's new. 

The ability to take your gameplay and 
player profiles with you is a powerful 
tool for sharing fun with all your friends. 
And the dual-slot feature provides an op- 
portunity for backing up your most 
bragable games and expanding your 
storage. Finally, the kiosk idea promises 
all kinds of options for extra fun. The 
Memory Unit may not be the sexiest 
Xbox accessory, but it's certainly one of 
the most useful. A 
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A/V 




Ties That Bind 



Your bright shiny new Xbox 360 
isn't much good without some- 
thing to connect it to your home- 
entertainment system. And your fancy 
new high-definition TV won't be able to 
show off the Xbox 360's true glory 
without the right feeds. That's where 
Microsoft's array of A/V cables comes in. 
Whatever your display and sound setup, 
Xbox 360 has a cable for you. 

Xbox 360 has four A/V cable options: 
the Composite AV Cable, the S-Video 
AV Cable, the Component HD AV 
Cable, and the VGA HD AV Cable. 

The Xbox 360 Core System includes a 
Composite AV Cable. The Xbox 360 pre- 
mium system includes a Component HD 
AV Cable. Microsoft sells S-Video AV 
Cables and VGA HD AV Cables sepa- 
rately through online and storefront re- 
tailers. Both the Component HD AV 
Cable, included with the premium 



system, and the S-Video AV Cable in- 
clude a composite video connection, so 
you don't necessarily need to buy a new 
cable if you don't have a high-end display. 

The Composite and S-Video AV Cables 
connect to traditional standard-definition 
(480i) analog TV ports. The Component 
HD AV Cable connects to standard- 
definition and high-definition (480p, 
720p, 1080i) analog televisions, with a 
switch on the AV Connector toggling be- 
tween SD (labeled TV) and HDTV sig- 
nals. The VGA HD AV Cable connects to 
digital inputs on computer monitors and 
many high-end TVs. You'll just need to 
match the right connection to the highest- 
quality input available for your display. If 
you move your Xbox among displays, 
make sure to have the appropriate cables 
and connections for each setup. 

Besides the obvious video connections 
available (Composite AV Cable for 



composite video, VGA HD AV Cable for 
a computer monitor's VGA port, etc.), 
each cable includes stereo audio connec- 
tors. Stereo audio cables are the ones with 
red and white RCA jacks, which fit in the 
right and left (respectively) audio ports on 
your television or A/V receiver. The S- 
Video standard-definition and two Xbox 
HD cables (Component and VGA) also 
include a digital optical (Toslink) audio 
jack on the AV Connector. Digital optical 
audio carries signals on a thin fiber optic 
line to be decoded by a surround sound 
processor on an A/V receiver (or in some 
high-end televisions). Digital audio is 
clearer, stronger, and lets you take advan- 
tage of surround sound and other high- 
quality audio options by connecting your 
Xbox to a home-theater or audio compo- 
nent system for a more immersive audio 
experience. You'll need to get a digital op- 
tical cable, but they're only about $25. 

The S-Video and VGA AV Cables, 
sold separately from either Xbox 360 
system, cost $29.99 and $39.99, respec- 
tively. If you want to upgrade the Core 
System's Composite AV Cable for high- 
def gaming, the Component HD AV 
Cable runs $39.99, as well, though the 
VGA Cable may be a better fit depend- 
ing on your display's capabilities. CPU 

by Gregory Anderson 
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A/V 

Cables 

Making Connections 



All four Xbox 360 A/V connec- 
tion options work the same way. 
The console contains a single 
proprietary A/V plug, which corresponds 
to the AV Connector on each cable type. 
You can swap out cables for different dis- 
plays and audio configurations without 
having to deal with a battery of plugs and 
jacks on the Xbox itself. Then you simply 
configure the system using on-screen 
menus to maximize picture and sound 
quality for your system. 

Start by powering down your Xbox 
360, TV, and any audio system to which 
you'll connect. Plug the AV Connector 
on your selected cable into the A/V port 
on the Xbox console. Then attach the ap- 
propriate video connector to the input 
jack on your TV, monitor, or A/V re- 
ceiver (if you're passing the video signal 
through a home- theater system). 

Composite video, the lowest-quality 
but most common connection, has yellow 
plugs and ports. Just find a yellow input 
jack on your television or VCR and con- 
nect the corresponding plug from 
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the cable. S-video, a 
higher-quality (but still 
standard definition) con- 
nection uses a single 
round plug. Component 
video is the highest- 
quality analog connec- 
tion and supports a wide 
variety of high-definition 
resolutions. Component 
cables include three sep- 
arate color-coded jacks: 
one red (often labeled 
R-Y, Pr, or Cr), one 
green (Y), and one blue 
(B-Y, Pb, or Cb). Toggle 
the switch on the AV 
Connector for HDTV 
or TV (standard defini- 
tion) and then connect 
each cable to the corre- 
sponding jack on your 
HDTV or video-switch- 
ing A/V receiver. Finally, 
VGA connections look 
like a computer moni- 
tor's plug. The VGA standard is digital 
and supports high-definition signals. Sim- 
ply connect the male end of the VGA 
HD AV Cable to the female VGA port 
on your monitor or digital television. 
When using S -Video or Component HD 
AV Cables, leave the composite video 
plug unconnected. 

Next, connect your Xbox system's 
audio. Each A/V cable contains a pair of 
cables with red and white plugs at the 
end. These connect to stereo audio con- 
nections on your television or A/V re- 
ceiver (if you're using a home-stereo or 
home-theater speaker system). The red 
cable carries the "right" signal, and the 
white cable carries the "left" signal. 
Connect each to its appropriate jack. 
Microsoft's S-video, Component HD, 
and VGA HD AV Cables also each in- 
clude a port on the AV Connector for a 
digital optical audio cable. If you have a 
system of multiple speakers and/or sub- 
woofers set up, use the digital optical 
connection to improve the sound quality 
of your gaming. 

Finally, configure both your display 
and Xbox system. Turn on the Xbox 360 
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and TV. Depending on which video 
input you use, you may need to find the 
appropriate channel or input option on 
your TV. Check your users manual for 
details on switching between video in- 
puts. When you find the signal, select 
the System section of Xbox 360's 
Dashboard and enter the Console 
Settings area. Select Display and then 
Audio, matching your system's resolu- 
tion, screen format, and audio character- 
istics. Again, check the manufacturer's 
documentation if you aren't sure of reso- 
lution or screen size. Matching Xbox 
output with your display's capabilities 
ensures that you get the best picture and 
experience possible for your system. 

If you're having trouble getting a video 
or audio feed, check all your connections. 
Make sure each connection is firm. Make 
sure all your devices (the Xbox, TV, and 
any devices in between) are powered on 
and functioning properly with other inputs. 
Check each device's documentation for in- 
structions on configuring various video and 
audio inputs. Finally, check out Microsoft's 
Xbox support information in the instruc- 
tion manual for assistance. A 
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Put On A Happy Face 



When the original Xbox was 
released in 2001, the console 
got high marks for its excel- 
lent graphics and gameplay. But many 
owners were much less enthusiastic about 
the look of the Xbox itself, calling it 
bulky and bland. 

Microsoft has addressed these issues 
with the new Xbox 360, which sports 
a more attractive and slimmer-looking 
concave design. But even more interesting 
are the various ways you can personalize 
the look of your Xbox 360, and the most 
notable of these customization options is 
the console's detachable and replaceable 



faceplate. Almost the entire front part 
of the Xbox 360 can be removed (only 
the DVD tray cover and eject button re- 
main in place) and replaced with one of 
myriad optional faceplates (available from 
Microsoft, as well as third-party vendors) 
that can be purchased online or in retail 
stores for about $15 or $20 apiece. 

Although the Xbox 360 has only been 
out for a short time, there are already 
dozens of faceplates on the market in al- 
most any conceivable color and design. 
While all faceplates are made of plastic, 
some are designed to look like other ma- 
terials, such as wood, carbon fiber, silver, 



or chrome. Transparent faceplates are 
available, and there are even faceplates 
that incorporate the color scheme and 
logo of a favorite game, such as Project 
Gotham Racing 3. (With certain face- 
plates, you may even be able to down- 
load a matching theme for your Xbox 
360 Dashboard.) 

Swapping your standard Xbox 360 
faceplate for a new one can be done pretty 
quickly and easily, but it does take a bit of 
care to minimize the risk of damaging 
either the faceplate or the console. If your 
Xbox 360 is in a confined space, such as 
an entertainment center, it's best to tem- 
porarily move it (don't forget to unplug 
the power, network, and AV cables first) 
to an area where you have room to work. 
You should also be sure to disconnect any 
controllers or memory units connected to 
the front of the console. CPU 

by Joseph Moran 
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A New Visage 

Changing Your Xbox 360 Faceplate 



STEP! Begin with the Xbox 360 
Console facing you and locate 
the small slot on the front side 
of the unit, closest to the con- 
troller ports. (This is either the 
right side or the bottom of the 
unit, depending on whether 
your console is oriented hori- 
zontally or vertically.) 

STEP 2. Hold down the top of the 
console with one hand for 
leverage and carefully pull 
back on the slot with your 
fingers until one side of the 



faceplate comes loose. (It 
should be easy enough to do 
without the need for a coin or 
screwdriver.) 
STEP 3. While continuing to press 
down on the top of the con- 
sole, slowly and gently pull 
back the faceplate from right 
to left or top to bottom until 
it's fully detached. Remember, 
the power button and connect 
buttons, the controller and 
memory unit doors, and the 
wireless receiver windows will 



come off too, as are all part of 
the faceplate. (Most Xbox 360 
faceplates come in those hard- 
to-open plastic packages 
everyone hates. These can only 
be opened with scissors, so 
while cutting the package 
open, take care not to damage 
the faceplate — or yourself.) 
STEP 4. Align the tabs on your new 
faceplate (four on top, three 
on bottom, and one on each 
side) with the corresponding 
holes on the front of the con- 
sole and press it firmly into 
place, making sure all four 
corners are secure. 
Store your old faceplate in a safe place 
in case you want to use it again. While a 
faceplate is detached from the console, 
don't pull on the memory unit doors, as 
the delicate hinges can come loose. A 
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Aftermarket 




Get Your Game On, Third-Party Style 



M 



icrosoft isn't the only game in 
town for Xbox 360 accessories. 
You can find more upscale or 
less expensive parts on the aftermarket. 







Logitech Harmony Advanced 
Universal Remote For Xbox 360 

$129.99 

www. logitech. com 

The Xbox 360 is 
meant to be a multi- 
media hub, and the 
Harmony Remote 
makes it seem like just 
another CE device in 
your living room. An 
hour after proper setup, 
you'll be wondering 
how you got along 
without one. 

Connect your Harm- 
ony to your PC or Mac 
via included USB cable 
and then tell it the 
model numbers of the 
TV, AV receiver, and 
other CE gear you have. 
Logitech's updatable 
software not only lets 
you set up control over 
your equipment and the 
inputs it uses, but also 
program one-button ac- 
cess to common tasks 
such as Watch DVD and Play Xbox 360. 
And no, those X-Y-A-B buttons don't 
mean you can use the Harmony as a 
wireless gamepad. 

Our Harmony worked nearly per- 
fectly with a range of CE devices old 
and new. To set up one receiver, a 




9©S3 



Pioneer PDP-R06U, we had to tem- 
porarily link its remote to the Harmony 
via infrared. Logitech made the setup 
about as easy as it can be, but it still is a 
fairly involved process. The company 
encourages users to contact tech support 
at (866) 826-5722 or customerservice 
@harmonyremote.com. 

Mad Catz Pro Series 
Component Cable 

$19.99 

www. madcatz. com 




Component video offers your best 
choice for high-def graphics from the 
Xbox 360. This inexpensive set from Mad 
Catz made our games look nearly indis- 
tinguishable from those we played over a 
set of Monster Cables which, incidentally, 
cost three times as much. Then again, one 
of the color inserts immediately flaked off 
a connector, but no biggie. 

This 9-foot set supports resolutions up 
to 1080i. It doesn't have the compos- 
ite video connector and standard/HD 
switch of Microsoft's component cable 
($29.99), but it does share that cable 
set's built-in optical audio jack for your 
surround sound receiver (cable not in- 
cluded). Analog stereo sound is sup- 
ported via integrated RCA cables. 



Mad Catz also sent a 15 -foot cable set 
just like the component kit, only with a 
VGA plug (also $19.99). Both have a 
five-year warranty. 

Mad Catz Pro Series Gamepad 

$34.99 

www. madcatz. com 




This wired gamepad is similar to 
Microsoft's ergonomic controllers, with 
the same layout and Immersion force 
feedback. However, it's more angular in 
several respects. The grips have raised 
rubber plateaus on the sides and more 
pronounced ridges underneath. Also, the 
A-B-X-Y buttons are flatter with more 
pronounced edges. 

Another typical third-party improve- 
ment is a turbo mode, meaning that you 
can hold down any of the six major but- 
tons for rapid fire, punches, or what have 
you. You can set turbo mode to four 
speeds, but we couldn't enable it on more 
than one button at a time. 

A few other things bugged us. The di- 
rectional pad is a simple cross without an 
underlying circle, making diagonal moves 
a little tougher to pull off. The hats don't 
have bumps every 90 degrees around 
their rims, which we hadn't realized we'd 
come to depend on. There's an up-down 
inversion switch for the right hat, or joy- 
stick, but no separate switch for the 
right-left axis. 

It takes more pressure to click down 
on the hats than on the OEM pads, but 
this actually helped us in Quake 4. The 
bumpers were a little crisper to actuate, 
too, but the rest of the controls felt about 
like the ones on the original gamepads. 

It's less fatiguing to hold the Mad 
Catz gamepad because you don't have to 
squeeze as hard to keep it from sliding 
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around in your hands. To us, this over- 
rides any minor quibbles, although we'd 
wait for the wireless version. This one has 
a five-year warranty. 

Mad Catz Pro Series Headcom Pro 

$14.99 

www. madcatz. com 



Mad Catz Steelers Faceplate 



$19.99 

www. madcatz. com 




This passive, analog headset is made 
for talking to fellow gamers over Xbox 
Live. It's compatible with the old Xbox 
Live Communicator, as well as the 360. 
Connect it to the jack in the center rear 
of your controller. 

The Headcom Pro has only one 
speaker, so don't plan to use it as head- 
phones when your roommates are asleep, 
nor to play games in which directional 
audio is important. It's a squad communi- 
cation tool, plain and simple. Audio 
quality is OK, but we wished for a volume 
control, a mute button, and a little EQ to 
take the muffle out of some Live chitchat. 

The mic boom swivels, making the 
Headcom Pro wearable on either ear. 
The boom is flexible, but it doesn't stay 
as you bend it — it straightens out instead 
to keep your breathing and plosives off 
the channel. 

We thought this headset needed more 
padding, although some other gamers 
found it comfortable. You can adjust the 
fit about an inch. Mad Catz gives it a 
five-year warranty. 




NFL fans won't hesitate to drop a 
twenty on an authorized faceplate fea- 
turing their favorite teams. Fortunately, 
Mad Catz' plates fit perfectly and look 
great. They have the same design as the 
OEM pieces, from the hinged I/O gates 
to the IR remote conduit. 

We noticed that the springs on our 
Steelers faceplate were a little lighter than 
the ones on Microsoft's plate, making it 
easier to access the memory slots. 

Monster Cable GameLink 360 
Component Video & Fiber 
Optic Audio A/V Kit 10 ft. 

$69.99 

www. monster cable, com 




A premium cable is only worth the 
cash if it makes graphics look better and 
audio sound cleaner. Monster uses a 
number of tricks to maintain signal in- 
tegrity, including gold-plated connectors 
that are designed to make better contact 
with female jacks. Mylar foil and braided 
copper provide shielding, as does a spe- 
cial nitrogenated insulating layer. 

This cable set has three RCA plugs for 
component video (up to 1080i resolution), 
a low-dispersion optical cable, and an op- 
tical adapter for a built-in 2.5mm stereo 
jack. No analog audio cables are included. 

Are these technically better cables than 
the Microsoft and Mad Catz ones? Yes. 
Could we tell the difference on a Philips 
PDP-436PE plasma TV? Not really, 



although the Monsters seemed to make 
some colors brighter. In short, if you 
have a great TV and/or audio system, 
plus games that offer high resolutions 
and enough time to appreciate the 
scenery, cables such as these can make 
the most of your equipment. 

Naki World G-Pak 360 
Carrying Case 

about $30 

www. naki-world. com 




This stiff, well-designed bag is nice for 
the money. It's tough, good-looking, and 
functional. Naki World made the G-Pak 
360 comfortable to carry by its handle or 
shoulder strap, and it stands up nicely 
when you set it down. 

Thanks to heavy-duty ventilation win- 
dows, you can run your 360 without re- 
moving it from the case. The bottom of 
the bag opens with Velcro, letting you re- 
move your power brick and giving you ac- 
cess to the console's rear jacks. Unzip the 
bag's main compartment, and the "lid" 
hangs open with nonadjustable straps. 

Storage space includes a very roomy ex- 
ternal pocket for controllers and headphones. 
Some pockets for memory cards are here, 
whereas inside the main compartment there's 
a removable sleeve panel for 16 game discs. 

Other Options 

For more accessories, check out Intec 
( www.inteclink.com ), DecalGirl (www 
.decalgirl.com ), Pelican ( www.pelicanacc 
.com) , and Joytech (www.joytech.net) . CPU 

by Marty Sems 
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Fire In The Belly 



The Xenon Delivers Speed & Multithreading 



T 



he word "evolution" brings 
with it some extremely heavy 
connotations. Evolution 
doesn't simply mean the 
process of change; evolution 
describes the process an entity goes 
through to adapt and survive in its envi- 
ronment. With the envelope of gaming 
being pushed further to ever-broadening 
boundaries, Microsoft knew that it had to 
evolve from the simplistic architecture of 
its previous console, the Xbox, and get 
out of the "PC parts tossed into an X- 
shaped box" concept. Microsoft needed a 
truly dedicated gaming core driving its 
next-generation console. 

Ladies and gentlemen, Microsoft has 
evolved: and with it, gaming as we 
know it. 

Microsoft and IBM engineers worked 
together to bring to life the Xbox 360's 
CPU, aka Xenon. Designed uniquely for 
Microsoft for use in that console, devel- 
opers created this multicore processor es- 
pecially for processing and handling 
gaming-specific instruction sets with blis- 
tering speed. The processor is what is 
known as a system on a chip, a multicore 
design on a single die, housing over 165 
million transistors. Specifically, the Xbox 
360 processor is made of three 64-bit 
PowerPC cores, each one running at a 
clock speed of 3.2GHz. 

"3.2GHz?" you may ask. "That sounds 
awfully slow by today's standards." Well, 
there are two very important things to re- 
member when speaking about processor 
speed. First, high clock speed alone 
means nothing when it comes to perfor- 
mance, for in the world of instruction 
processing, efficiency and thread-pro- 
cessing trumps raw clock speed, as is evi- 
denced in the ever-interesting AMD vs. 
Intel battles. Second, there are three of 
these things running simultaneously. To 
put this into better perspective, imagine 



data as a warehouse full of boxes that 
need to be moved from one side to the 
other. Instead of calling one man who 
can bench press 420 pounds to do the 
job himself, Microsoft called three guys 
who can bench press 320 pounds each to 
work together to get the job done. The 
result is far more boxes moved with far 
greater efficiency in much less time. 

When you add the fact that the Xenon is 
an SMT (simultaneous multithreading) 
processor, things get truly interesting. Each 
of the three cores can process two threads at 
time. This makes the Xbox 360 CPU a 



six-thread per clock cycle system, or one 
which acts like six conventional processors. 
This allows multiple applications to run in- 
dependently on different cores or a single 
multithreaded application to perform mul- 
tiple tasks all at once, which is why the 
Xbox Live panel can be called up to play 
stored music or chat with friends, even in 
the middle of a game. Furthermore, the 
system can turn off cores that are not being 
fully utilized, so when tasks such as listening 
to music or watching a movie are per- 
formed, the system will automatically turn 
off the two cores that are not being used for 



5.4Gb/s data rate per bit lane (x32 lanes) + 1 CLK per byte Lane(4) 




The physical layer of the FSB provides 32-bit datapath lanes, providing nearly 
instantaneous data transfer between the GPU and CPU. 

-This image, reprinted with IBM's permission, is from a presentation at the MPR Fall Processor Forum 2005. 
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the console to consume less power during 
that time, dramatically reducing heat and 
power consumption. OK, enough overview; 
let's get to the truly power-geek stuff. 

Look Deeper Into The Core 

The Xbox 360's CPU cores use a spe- 
cialized PowerPC chip with a VMX128 
extension related to (and partially com- 
patible with) the VMX instructions in 
the G4 and G5 CPUs. The result: 
processors specifically designed to handle 
gaming data (such as vector yields and 
collision math) in conjunction with the 
machine's GPU. While the term VMX is 
probably familiar to PowerPC users, its 
implementation in the Xbox 360 
processor is a new design that increases 
the vector registers from 32 to 128 
(hence the name VMX128), specifically 



enhancing the core to accelerate 3D 
graphics and game physics. 

The three PowerPC cores are identical, 
except that they are physically reflected 
through the X and Y axis. This was done 
to maximize power while minimizing 
manufacturing cost; flipping a chip and 
soldering it to the corresponding nodes 
on the die is far more efficient than 
building channels to three chips placed in 
parallel. The design allows the three CPU 
cores to share a 1MB Level2 cache, while 
each processor has 32KB each of LI 
Dcache (data cache) and LI Icache (in- 
struction cache) 

The Icache is a 32KB cache that em- 
ploys parity error-checking to keep in- 
structions clean. It is two-way set 
associative cache with 128-byte lines, en- 
suring very quick transmission. First-level 
translation for instruction addresses is 
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This diagram shows the architecture of each Xenon processor core. 

-777/s image, reprinted with IBM's permission, is from a presentation at the MPR Fall Processor Forum 2005. 



done using a 64-entry, two-way set asso- 
ciative effective to real address translation 
cache. The two issued instructions go to 
one of five execution pipes: Branch 
(which is really part of the instruction 
unit), Fixed Point, Floating Point, VMX 
(for vector processing), and Load/Store. 
The Load/Store pipe is the actual conduit 
for access to the LI Data cache. Like the 
LI Icache, the LI Dcache is a 32KB 
cache with parity error checking. The 
major difference is that, instead of being 
two-way set associative, it is four-way set 
associative and is "store-through," so as 
to provide nonblocking access to the 
array, so a cache miss does not hold up 
the next instruction. Very, very cool. 

The 1MB Level2 cache shared by the 
three processing units uses a MESI 
(Modified/Exclusive/Shared/Invalid) pro- 
tocol for memory coherency and is eight- 
way set associative. The L2 cache as a 
whole supports high-bandwidth streaming, 
which greatly increases the throughput to 
the instruction processor. Using a new in- 
struction called Extended Data Cache 
Block Touch, it is possible to prefetch data 
directly from main memory to the LI 
cache, which greatly reduces the L2 pro- 
cessing on prefetch and allows it to better 
handle loads for other data. Furthermore, 
the cache itself provides so-called "single- 
bit correct, double-bit detect" ECC valida- 
tion, taking that chore away from the 
processor itself. When combined with the 
hit under miss capability in the LI 
Dcaches, up to eight outstanding load/ 
prefetches are possible per core. 

The combined use of the cores and 
their associated cache levels allows devel- 
opers to use procedural geometry. For 
years, graphical objects have been repre- 
sented as a collection of triangles to form 
polygons. Even objects such as spheres and 
cylinders were rendered as full collections 
of combined triangles to form a many-sur- 
faced yet still polygonal object, which had 
to stand resident in memory for render. 
Thanks to procedural geometry, they can 
now be represented as an equation. The 
CPU can use code running in one of the 
cores to procedurally generate triangles to 
create the object, meaning the full collec- 
tion isn't necessary all at once. The data 
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representing these triangles will reside in 
the L2 cache (because the LI is store- 
through). The GPU can read modified 
data directly from the L2 cache without 
causing change in cache state. This re- 
duces the use of main-memory bandwidth 
but also keeps the L2 unchanged, which 
increases efficiency by a massive amount. 

The Xbox 360's FSB architecture is de- 
signed to meet the latency, throughput, 
and processing requirements of a gaming- 
specific environment. The goal was to be 
as low-cost as possible while providing 
beefy data transaction speed for a chip 
that will be used specifically with a pow- 
erful GPU enhanced for game-specific 
processing. So, while powerful as heck, 
the FSB is not exactly the most efficient 
for general computing. 

The FSB accepts commands from the 
GPU or CPU, tracks them, reorders them, 




The actual Xenon processor 
exposed. This diagram shows 
the various parts of the 
processor, such as the 
mirrored and reflected cores. 

-777/s image, reprinted with IBM's per- 
mission, is from a presentation at the 
MPR Fall Processor Forum 2005. 



m 



The CPU of the Xbox 
360 will turn off cores 
that are not being used, 
such as when playing a 
DVD or listening to 
music. This reduces 
heat and energy 
consumption, 
prolonging life. 



and provides correct delivery to the other 
chip. It does this through two layers — the 
transaction layer and the physical layer. 
The transaction layer is the common inter- 
face to the two chips. It manages the Link 
Layer protocol for reliable packet delivery 
to the LI and L2 caches. It also performs 
command reordering and manages the two 
virtual channels, which are used for request 
and response. This is done primarily to 
avoid a deadlock situation where data col- 
lides, but it also allows configurable perfor- 
mance by setting channel priority. 

The physical layer itself is structured as 
two separate unidirectional links, each 
link consisting of two single-byte lanes 
with one clock each. The clocks run 
at 5.4GHz, and each link provides 
10.8GBps bandwidth (a target specified 
to support the procedural geometry tech- 
nique used by developers for the 360). 
On the GPU side of the bus, it connects 
to a 16B-wide FSB data flow running at 
675MHz, while on the CPU side, it in- 
terfaces to a 1.35GHz, 8B-wide data flow. 

Keeping Data Clean 

Even though the recent "Internet revo- 
lution" in console gaming has allowed 
the ability to download and install 
patches for games with malfunctions, 
console games are still held to extremely 
rigid quality standards. Add to this the 
business end of retail for games and the 
harsh deadlines for delivery to meet those 
ends, enabling support for debugging in 
the console's CPU is not only a benefit 
but a necessity. Because of this, the Xbox 
360 CPU is embedded with a vast array 
of debug and testing features for game 
developers. The Xenon allows full-speed 



operation while tracing execution and 
running tests in other parts of the mul- 
tiple cores. This means that game devel- 
opers can QA and debug their creations 
at full speed, as no hit is taken for the ac- 
tual debugging process. This greatly helps 
to maximize defect coverage 

The analog physical layer is likewise 
covered by a BIST (built-in self test), al- 
lowing it to actively correct itself over the 
duration of instruction processing. 
Thousands of internal signals can be 
traced and mapped while running at full 
speed — an invaluable asset to developers 
who may not detect a problem during 
heavy-load debugging (as the system 
would be running slowly due to the 
process of debugging itself). Highly so- 
phisticated pattern-matching capabilities 
are available thanks to local and global 
triggers. Additionally, the CPU provides 
an external debug bus for extended traces; 
this runs at 1/4 full speed for the CPU but 
lets the FSB run at full speed so that data 
can pass through to the GPU with no hin- 
drance once processed. Additionally, the 
Xbox 360 CPU provides 16 32-bit coun- 
ters for use in performance monitoring 
and can monitor hundreds of events across 
all the functional units in the processor 
chip. All of these features offer developers 
targeting the Xbox 360 a variety of op- 
tions for testing and debugging code, with 
the CPU helping (rather than hindering) 
the process. 

A Truly Wise Move 

The Xenon processor is hardly the first 
of its kind; multicore processors have 
been in development for several years. 
However, it's the first time a single chip 
has housed three separate cores specifi- 
cally architected for gaming-specific in- 
struction processing. As play-testing has 
proven, the evolutionary step of using of 
three gaming-dedicated and efficient 
workers over one over-beefed power- 
house was an incredibly wise one, and we 
will definitely see it replicated through 
the industry from this point forward. 
Such is the nature of evolution. CPU 

by Joe Peacock 
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It Takes Guts 



We Peel Back The Cover 
To See What's Inside 



The Xbox 360 can provide years of fun on the gaming 
front, but what about us modelers who like to get our 
hands dirty and see what kind of hardware we're working 
with up close and personal? We were dying to get a peek under 
the hood of this console. However, Microsoft did a great job of 
making this a difficult process. Our journey was riddled with 
tough-to-manage heatsink mounts and nonreleasing clips that 
tried our patience, but we eventually stripped the 360 to its bare 
essentials. We also lived up to our motto of, "We'll void our 
warranty, so you don't have to." Here's what we discovered. 

by Sam Evans 



CPU 



Microsoft used a hybrid of a Pentium Ill/Celeron processor 
in the first Xbox, but this time around they really added 
some muscle by getting the rights to use a PowerPC core 
from IBM. Unfortunately, this jump meant that older 
Xbox titles wouldn't be compatible with this system. The 
new processor has three cores, each running at 3.2GHz. 
More than that, each core can execute two threads of in- 
struction simultaneously meaning the 360 can execute up 
to six threads at the same time. The 1MB cache is a little 
suspect but should be adequate for now, as most manufac- 
turers produce single-threaded games. 




Sure, your detachable Xbox 360 hard drive looks shiny and neat, but strip away that outer 
coating, and it's basically the same thing you'll find in most of today's notebooks. The old 
Xbox had a standard 3. 5 -inch desktop drive, but the Xbox 360 opted for a smoother, 
more compact and lightweight shape than its predecessor. Microsoft shaved a few 
ounces and inches off of the original Xbox by using a 20GB 2.5-inch SATA 
hard drive in the Xbox 360. 

Also featured in the 360 console is a DL DVD-ROM drive. It is capable of 
12x read speeds and can read all modern media, including DVD-ROM, DVD- 
R/RW, DVD+R/RW, CD-R/RW, MP3 CD, WMA CD, and even a JPEG photo CD. 
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Microsoft pulled out all the stops with 
the Xbox 360's GPU. This graphics unit, 
which was designed by ATI, features a 
unified shader architecture, that is, an ar- 
chitecture that can handle both pixel 
shader and vertex shader instructions. 
The benefit is a GPU that can function 
at a higher level of efficiency than a GPU 
that has separate shader units for pixel 
and vertex instructions. This graphics 
processor also features 10MB eDRAM 
(embedded DRAM) and 48 shader 
pipelines. As Xbox 360 hopes to be the 
premier console for HD gaming, it sup- 
ports all of the popular video formats 
such as 480i, 480p, 720p, and 1080L 
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The Xbox 
360 GPU 

The 42-Billion-Pound Gorilla Of A GPU Is Here 



To call the custom-built ATI GPU 
found inside the Xbox 360 "pow- 
erful" is like saying Muhammad 
Ali was a "good boxer." Sure, it's true, 
but it doesn't even come close to the en- 
tire truth of the matter. There are subtle 
yet very important aspects of the Xbox 
360's GPU that, at first glance, might 
not strike you as impressive. But once 
you take a deeper look, we're sure you'll 
agree that this is one bad chip. 

First off, the custom-built ATI chip 
runs at 500MHz, a very respectable speed 
for a console-based GPU. It uses 512MB 
GDDR3 memory (which requires less 
power and runs cooler than previous 
memory types) running at 700MHz and 
has a 256-bit memory interface bus with a 
22.4GBps bandwidth. This memory is 
equally accessible to both the GPU and 
CPU, creating what is known as Unified 
Memory Architecture, making graphics 
performance truly lightning-fast. (For 
more on the Xbox 360's Xenon processor, 
see "Fire In The Belly" on page 137.) 

Manufactured by NEC using 90nm 
technology, the unique 10MB eDRAM 
(embedded DRAM) chip provides the 
truly powerful benefits of the Xbox 360's 
GPU. (You might note that NEC is also 
the provider of the Nintendo GameCube 
embedded DRAM, but that is an entirely 
different generation of eDRAM.) 

Even running at a full 500MHz, the 
ATI GPU draws less than 35 watts of 
power, and that includes the eDRAM. The 
power management features found on the 
chip are impressive. They provide clock 
throttling at both a "macro" and "micro" 
level, powering down either large blocks of 
the chip or smaller logical units where nec- 
essary. The true wonder of this chip is the 



fact that there is no fan directly on the 
GPU, only a passive heatsink, which is 
cooled by the air drawn over it by the fans 
on the back of the Xbox 360. Together, 
these features define a truly efficient chip. 

Sounds Cool . . . 
What Can It Do? 

The 360's GPU can produce up to 
500 million triangles per second. Given 
that a triangle has three edges, for prac- 
tical purposes this means the GPU can 
produce approximately 1.5 billion ver- 
tices per second. (In comparison, the 
ATI XI 900 XTX processes only 1.3 bil- 
lion vertices per second and runs at 
nearly double the clock speed.) For an- 
tialiasing, the 360 GPU pounds out a 
pixel fillrate of 16 gigasamples per 
second, using 4X MSAA (Multi- 
Sampling Anti-Aliasing). Of course, the 
big claim to fame of the 360's GPU is 



the stunning 48 billion shader opera- 
tions per second, thanks to its innova- 
tive use of Unified Shader Architecture. 

Why is that figure so impressive? For 
the uninitiated, shader operations are 
the core of what makes a rendered 
graphic look the way it does. There are 
two separate types of shaders that are 
used in gaming graphics: vertex shaders 
and pixel shaders. Vertex shaders im- 
pact the values of the lines that make 
up a polygon. They are what determine 
how realistic animation of polygons and 
wireframe models will look: the swagger 
of a walking character, for instance, or 
the rolling tread of a tank as it crushes 
an android skull laid to waste on a 
charred battleground. 

Pixel shaders, on the other hand, are 
what determine how realistic that charred 
battlefield will look or the color of the 
dents in the tank. They alter the pixel's 
color and brightness, altering the overall 
tone, texture, and shape of a "skin" once 
it's applied to the wireframe. These 
shaders allow developers to create mate- 
rials and surfaces that no longer look like, 
say, the main characters in Dire Straits' 
"Money For Nothing" video. That is, 
they enable developers to create games 
with textures and environments that 
much more closely resemble reality. 

Each of these graphics processing 
functions are called and executed on a 
per-pixel or per-vertex basis as they pass 




Innovative use of on-die eDRAM makes sure this punch doesn't lose its speed and impact, 
even at 720p. 
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This is a wireframe pyramid, one of the simplest polygons used 
in gaming graphics. Each point where the lines meet is a vertex. 
Stitch 5 million of these together, and you begin to see why vertex 
shadersareso important. 



through the pipeline. Until recently, 
graphics processors handled each type of 
shader individually with dedicated units 
for each. Developers used low-level as- 
sembly languages to talk directly to the 
chip for instructions on how to handle 
the shaders, or they used APIs such as 
OpenGL or DirectX. Unified Shader 
Architecture changes all that by handling 
both shader types at the hardware level in 
the same instruction process. This means 
that the GPU can make use of the 
common pieces of each type of shader 
while making direct calls and relaying 
specific instructions to the shader itself. 
This decreases the actual size of the in- 
struction sets and combines common in- 
structions for two shader types into one 
when applicable. This is how the 360's 
GPU quickly and efficiently handles 
shader operations. 48 billion shader oper- 
ations per second, in fact. 

How Does It Stack Up? 

It's tempting to compare the GPU in- 
side the Xbox 360 to today's high-dollar, 
high-performance video cards, and some 
who do might scoff a little. The latest 
graphic cards from Nvidia and ATI, 
such as Nvidia's GeForce 7800 GTX and 
ATI's Radeon XI 900 series, are — on 
paper — superior GPUs. They tout 
processor speeds of 550 to 625MHz and 
memory clock speeds of 1,500MHz and 
above. In terms of raw horsepower, these 
cards are indeed brutes. Of course, if 
there's one thing we've all learned about 



clock speeds in the great processor wars 
between Intel and AMD, it's that raw 
speed hardly translates into a real mea- 
sure of processing power. 

It's not hyperbole to say that video 
memory bandwidth is one of the most 
important (if not the most important) 
parts of processing and rendering graphic 
elements. This is simply because band- 
width and speed determine how rapidly 
instructions can be transferred, processed, 
and returned to the system. Thus it's in 
direct control of overall graphics perfor- 
mance for a system. 

To improve video memory bandwidth, 
graphics card manufacturers have resorted 
to the typical methods of boosting speed, 
such as creating wider bitpaths (512MB 
nowadays) or boosting core clock speed. 
These techniques have placed perfor- 
mance in the range of 40 to 50GBps at 
peak range, which is respectable when 
compared with other graphics processors. 
However, these figures still fall short of 
the Xbox 360's256GBps. 

Yes, you read that right: 256GBps 
memory bandwidth. It's utterly stunning, 
and it's thanks to the chip's embedded 
lOMBofeDRAM. 

No currently available video card makes 
use of embedded DRAM. And even if one 
was available, it'll be at least the end of 
2006 before they'll be of any use. That's 
when Windows Vista comes out, meaning 
that the operating systems they're gaming 
on can't make use of Vista's WGF (Win- 
dows Graphics Foundation) 2.0 features. 
This speed of instruction handling com- 



bined with Unified Shading Architecture 
not only makes the GPU inside the Xbox 
360 the current graphics powerhouse, it 
also means it'll stay that way for a number 
of years. 

And even when current PC-based 
GPUs start catching up, it's going to be 
extremely expensive to match the perfor- 
mance of this dedicated gaming platform. 
At the time of this writing, the top-level 
cards by ATI and Nvidia described in this 
article are retailing for around $560 
apiece, and that's without Unified 
Shading Architecture support or eDRAM. 
And of course, there are other aspects of 
the system to consider, such as the fact 
that the CPU and memory were custom- 
built for dedicated gaming performance. 

ATI and Microsoft have truly built 
something special in the Xbox360's 
GPU. It's astounding to see a chip with 
such power run at such an efficient clock 
speed and generate as little heat as it 
does, while at the same time making use 
of never-before-seen technology that will 
surely be replicated in graphics cards and 
consoles for years to come. It's com- 
forting to know that the Xbox 360 will 
continue to produce visually stunning 
and smooth graphics well into the fore- 
seeable future. CPU 

by Joe Peacock 
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A Few Homebrew 

Anns 



Expand Your 360's Horizons 



t's inevitable: Release a system to the 
open market, and in no time flat, clever 
homebrew engineers begin dissecting it 
and reporting their findings to other inter- 
ested members in the community. Before 
long, the coordinated efforts of these ge- 
niuses produce some truly marvelous stuff. 
But more often than not, development of 
homebrew apps for any environment end 
up leading to embraced advancements for 
both the community and the manufac- 
turer. We did a little digging and found a 
few nifty hacks, workarounds, and other 
assorted apps for the Xbox 360. 



Xplorer360 Beta 4 

The guys over at 360GameSaves 
( www.360gamesaves.com ) have created 
some amazing software to enable players 
and enthusiasts to swap game saves with 
one another. Xplorer360 Beta 4 acts like 
Windows Explorer and allows naviga- 
tion, writing, and deletion of data to as- 
sociated directory trees. It runs on your 
PC and requires that you attach either an 
Xbox 360 memory card or the Xbox 360 
Hard Drive to the computer itself. To 
connect the hard drive to your PC, you 
will need an empty SATA connector and 
the steel cajones it takes to crack open the 
$99.99 hard disk. Detailed tutorials are 
available at the 360GameSaves site. 

As for the memory unit, it used to be 
you had to split open your Xbox 360 
memory card and solder on a USB cable 
in order to use Xplorer360 for moving 
saves and media to and from your PC. 
Not anymore. Datel has released an Xbox 
360 transfer kit that will allow you to in- 
terface with your memory cards without 
splitting them apart and hacking them. 




Software Project Update: Media Centet Bi 



Using Media Center Browser and a Media 
Center remote control, you can surf the 
Web from your 360. This is very, very rad. 



The kit costs $14.99 and comes with its 
own Media Manager software; it will, 
however, work with Xplorer360 after 
some necessary driver swapping. 

It should be noted that, regardless of 
whether you acquire a game save from 
360GameSaves.com or from your best 
friend, no accomplishments will be un- 
locked or tracked based on the progress 
of the save. You will have to achieve such 
glory via the toils of your own labor. 
Additionally, The Xplorer360 develop- 
ment team has gone out of its way to ex- 
plain that they do not condone the 
pirating of Xbox Live Arcade apps using 
Xplorer360, and now, we have as well. 
It's naughty. Don't do it. 

Transcode 360 

Thanks to the Media Center Extender 
feature of the Xbox 360, you can stream 
WMV video to the 360 for viewing over 
your super-nice 1080p Plasma TV. But 
what about the rest of your media? 

To answer the calls of dejected video 
hounds in the 360 community, Albert 
Griscti-Soler created Transcode 360 (www 
.runtime360.com ), a transcoder that will 
convert an array of video files in most any 



format to WMV. Transcode 360 works 
with Windows XP Media Center Edition 
2005 and the Xbox 360. It was built from 
the ground up by Albert, but inspired by 
other homebrew efforts to support DivX 
on the 360 (most notably, mceDivX360, 
which as been deprecated in favor of 
Transcode 360; developers with an interest 
in the project can read more at www 
.brains~N~brawn.com/mceDivX360) . 

Transcode 360 converts DivX, XviD, 
AVI, QuickTime, and other video formats 
on the fly to WMV for streaming to the 
360 from a Windows Media Center PC. 
(This works provided the proper codecs are 
installed on the MCE PC; just about every 
format FFDShow supports will work with 
Transcode 360.) It is not a hack and does 
not violate any warranties or terms of use. 
In short, it's a wonderful, wonderful thing, 
especially for those of us who have to 
download episodes of "The Office" be- 
cause they work on Thursday nights. 

MCEBrowser 

Anthony Park ( www.anpark.com) de- 
veloped the MCEBrowser, which lets you 
surf the Web on your Xbox 360 via the 
Media Center remote control. As long as 
your MCE PC is within range of the re- 
mote while you're on your Xbox 360, 
you can use MCEBrowser to surf the 
Web from the console. This is far easier 
than creating tons of URL links in the 
More Programs menu. 

Blaze On 

Although the 360 is still in its infancy, 
home developers have produced some 
very clever apps. We praise the efforts of 
these pioneers and hope that more devel- 
opers follow the trails that these guys have 
blazed, leading to a future filled with nifty 
(and legal) homebrewed programs. CPU 

by Joe Peacock 



144 www.computerpoweruser.com / Xbox 360 



ESPECIALLY FOR TECHIES 



Enter The 

Gaming 

Underaround 



Modding Your Xbox 360 



"M 



odders" refers to those who 
alter PCs or game consoles with 
cosmetic, hardware, or software 
modifications, usually with the intent to 
personalize the console with a unique style 
or add features to the console. They are a 
little artist, power freak, and technical 



daredevil rolled into one. Spending $500 
on a game console is chump change com- 
pared to the hundreds (or even thousands) 
a modder may spend tweaking a game 
console with home-brewed hardware, 
processor chips, applications, or cus- 
tomizations. The Xbox 360 may be the 
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Decals give your Xbox 360 a professionally modded look without potential legal 
or hardware problems. Purchase them through an online retailer such as 
DesignerSkins ( designerskins.com ) or DecalGirl ( www.decalgirl.com ). 



current console king, but for a serious 
modder, it's only the beginning. 

Modding For The Masses 

Out of the box, the Xbox 360 supports 
removable faceplates, which you may want 
to add to give your Xbox 360 a snazzy 
new look. In addition, you can customize 
the look, feel, and/or theme of the Xbox 
360 operating system by purchasing and 
downloading software skins from Xbox 
Live for just a few dollars a piece. 

Faceplates, however, only cover the 
front of the console, leaving the rest to lan- 
guish in dreary, off-white hell. Try using 
vinyl decals for a more extensive case mod- 
ification. DecalGirl ( www.decalgirl.com ) 
sells a variety of cool decals to give an Xbox 
360 a total makeover for a mere $7.50. It's 
legal, inexpensive, and risk-free. 

Hardcore Mods: Not For The 
Faint Of Heart 

Hardcore modders generally go well 
beyond dressing up their consoles with 
decals and crack their cases open for some 
serious mods. Note that cracking open 
your Xbox 360 automatically voids the 
warranty, so don't go crying to Microsoft 
if you hose your rig while modding it. 

There are three basic types of mods: 

Case mods. Case mods cover every- 
thing done to change the look of the con- 
sole, but we're talking about changes far 
more extensive than decals and faceplates. 
Case modders like to trick out their Xbox 
360 consoles in grand fashion, often re- 
moving the case entirely and carefully 
cutting away parts of it to sculpt a new 
look. Casing that is cut away may be re- 
placed by clear plastic to make the case 
transparent. Some modders like to apply 
custom paint jobs and LEDs to comple- 
ment the theme. 

Hardware mods. Hardware modifica- 
tions come in many forms, but all gener- 
ally involve digging into the "guts" of the 
console and adding/changing various 
components or peripherals — whether or 
not the console is supposed to support 
them. Some modders add RAM or 
cooling fans, as well as try to overclock 
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Keep your Xbox 360 running cool 
with a watercooling system. 




Give your Xbox 360 a truly retro look with 
this Atari 2600 total makeover. 



the CPU and graphics chips — all in the 
pursuit of squeezing a little more perfor- 
mance from the system. Hardware mods 
may also include adding or installing a 
larger hard drive or adding extra buttons 
to controllers. 

Hack. Hackers like to dig into the 
operating system of a console, usually to 
either 1) make the console do something 
it isn't supposed to, 2) hack just to see if 
they can do it, or 3) both. Hackers are 
usually highly skilled programmers 
and/or electronics wizards. If you want 
to connect your Xbox 360 to a Linux 
computer, defeat copy protection, or 
babysit your little sister, hackers are the 
guys that can do it. 

One thing to note about the Xbox 360 
is that a third party can monitor it for 
hacks (also called unsigned code) or non- 
standard hardware modifications if 'you 
connect to Xbox Live. This could allow 
Microsoft, for example, to "know" if an 
Xbox 360 has been modified and poten- 
tially ban it from accessing Xbox Live. 
The extent of this policing and how 



active it is, however, is largely unknown 
and may change as the modding commu- 
nity gets larger and more sophisticated. 

Getting Started 

The Xbox 360 is new enough that 
the fledgling Xbox 360 modding com- 
munity is just beginning to spread its 
wings. As of this writing, the quantity 
and quality of Xbox 360 modifica- 
tions — and the Web sites dedicated to 
their proliferation — is 
small but growing. That 
said, there are a few 
other things you'll need 
before you start modding 
an Xbox: 

Guts of iron. Or stu- 
pidity. Or a little of both. 
If the idea of cracking 
open your PC, TV, VCR, 
or even your toaster makes 
you skittish, stick to using those after- 
market Xbox 360 faceplates and de- 
cals. Only the bold and/or slightly crazy 
need apply. 

Cash. And lots of it. Buying an Xbox 
360 (premium, not the Core model) 
alone will set you back around 400 
smackers (not counting any games). Set 
aside some cash for custom LEDs, paint, 
or perhaps another Xbox 360 if you 
blow up your first one. Any mod that re- 
quires you to open the Xbox 360 (and 
thereby void your warranty) runs the risk 
of frying your prized gaming rig, taking 
you from l33t to LOOzR instantly. 

Gear. Specifically, you won't get far 
without a soldering iron, custom LEDs, 
and other goodies you can probably find 
at your local Radio Shack, eBay, your fa- 
vorite computer/electronics store, or 
modding Web sites. 

The Internet. This is your lifeline to 
Xbox 360 modding-dedicated Web sites. 
The ever-increasing number of Xbox 360 
modding community Web sites boast 
everything a do-it-your-selfer needs to get 
started: guides, FAQs, and instructional 
material dedicated to the fine art of con- 
sole modding. Many sites offer support 
forums and also sell equipment you may 
want or need to get started. 



Lawyers. OK, probably not. Just re- 
member that any modification that goes 
beyond simply changing the colors or 
look of the outside case could be consid- 
ered illegal. Anything that modifies the 
case structure or internal components es- 
sentially constitutes copyright infringe- 
ment. But as long as you don't open up 
shop selling hacked or heavily modified 
Xbox 360s, you can probably sleep 
soundly at night. 

Join The Mod Community 

Two prominent Web sites that cover 
Xbox360 modding extensively are The 
Llamma's Adventures ( www.llamma.com ; 
see the sidebar "An Interview With The 
Head Llama") and Xbox-Scene.com 
( www.xboxscene.com ). 

An additional Xbox 360-dedicated site 
is wikiXbox360 ( www.wi kixbox360.com ) , 
which has a particularly good modding 
FAQ that covers some of the legal aspects 
of modding. Assuming that our warnings 
about legal issues or potentially turning 
your console into slag haven't deterred 




Would you prefer not to crack 
the case yourself and have 
cash to spend? Check eBay 
for some professionally 
case-modded Xbox 360s, 
such as those pictured here. 



146 www.computerpoweruser.com / Xbox 360 



ESPECIALLY FOR TECHIES 




Want to light up your controller? 

Add some LEDs. 

Image courtesy of Llamma.com 




Spice up that off-white color scheme and 
paint your controllers. 
Image courtesy of Llamma.com 



you from modeling, read on for some 
sample Xbox 360 mods and where to get 
more information on how to do them. 

Case Mods: Crack The Case 

Legal or not, we've seen a few exten- 
sively modded Xbox 360s floating around 
on eBay for about 800 bucks. What do 
you get for 800 bucks? Possibly the 
coolest-looking Xbox 360, ever. Of 
course, diving into such extensive modifi- 
cations means cracking the case, and you 
can find an excellent guide for dissecting 
an Xbox 360 at www.anandtech .com 
/systems/showdoc.aspx?i=2610&p=2 . A 
particularly cool case mod (and instruc- 
tions for it) basically transplants the guts 
of the Xbox 360 to an Atari 2600 game 
console. Feeling adventurous? Check out 
the details at www.informit.com/articles 
/article.asp?p=435696&rl=1 . 

Hardware Mods: Add A PC- 
Compatible External USB Drive 

The Xbox 360 premium system comes 
with a minimally adequate 20GB hard 



drive. Some modders like to replace the 
internal drive with a larger one or add an 
external USB hard drive to the unit. 
Adding an external USB drive is an easier 
mod because the Xbox 360 already has 
two USB ports. 

The real trick is making an added, ex- 
ternal drive usable by both the Xbox 360 
and a Windows PC to enable file sharing 
between the two. This will, for example, 
allow you to easily transfer music files 
from your PC to the hard drive, connect 
the hard drive to your Xbox 360, and 
pipe your tunes through the console 
(which is hopefully connected to a 5.1 
audio system). For those interested in 
this relatively easy modification, visit 
llamma.com/xbox360/mods/USB%20 
Hard%20Drive%20Mod.htm . 

Peripheral Mods: Add An 
Arcade Joystick 

If you're longing for the dynamic 
punch of an industrial-strength joystick 
and buttons (especially popular for ar- 
cade fighting games), consider wiring 
an arcade game stick for use with 
your Xbox 360. (See picture.) Instruc- 
tions for this mod are available at www 
.gamersreports.com/article/24 . 




COO® 




Wire a true arcade joystick and buttons to 
your 360 for the coin-op experience. 




Share an external USB hard drive between 
your PC and Xbox 360. 



Hacked Mods: None Yet 

Not all mods are created purely for 
aesthetic or hardcore gaming applica- 
tions. Many are deliberate hacks, often 
designed to gain access to the inner work- 
ings and low-level code that controls the 
console. This allows the technically 
skilled to essentially create their own 
code and interface it with the console's 
code, often with the intention of 
cheating at games, working around copy 
protection, or adding capabilities for 
which the console wasn't originally in- 
tended. As of this writing, there are no 
hacks for the Xbox 360 — at least none 
that have been openly or commercially 
released. But stay tuned. . . . 

Begin The Great Modventure 

Modding is really a sort of electronic 
adventure (modventure, if you will) in 
pursuit of your own, ultimate gaming 
console. It's not the path to inner peace 
and not nearly as profound as finding 
your inner Buddha, but it is ultimately 
an act of self-expression. Just be aware of 
the potential legal and financial dangers 
before undertaking your expedition. 
Arm yourself with research and study 
well the wisdom available on mod- 
dedicated Web sites, and you'll be on 
your way to becoming a mod-Jedi. 
Don't forget your lightsaber. CPU 

by P. Bryan Edge-Salois 
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An Interview With A Modder: The Head Uamma 



Llamma.com ( www.llamma.com ) is a Web site dedicated to the 
Xbox and Xbox 360 modding community. We managed to net 
the site's owner and operator (aka The Head Llamma) for an inter- 
view to give us some insight into Xbox 360 modding. 

Who are you, and how did you become the Head Llamma? 

My name is Scot Maki, and in late 2002 I started working with 
Xboxes as a hobby. My first goal was to complete a multinode cluster 
server comprised solely of Xboxes running Linux. To make that pro- 
ject less costly, I wanted to fall back on some of my PC tech experi- 
ence and attempt to build it completely from broken Xboxes I had 
fixed. I started to compile a listing of repair and service information 
on my personal Web site. This was both to make my life easier by 
linking to information from others— sort of a collection of links to 
Xbox repair data. I then began adding tutorials one at a time and re- 
porting my experiences in modding and customization via 
Llamma.com. The server project never really got off the ground and 
has been accomplished by several others now. But it did take me in 
new and interesting directions. 

Why mod a console? What motivates you and others to do it? 

We all strive to be unique and distinguish ourselves in some way. 
Some do this in the clothes they wear, the car they drive, or the way 
their hair is cut. I like to compare modding to the custom car in- 
dustry. Many can recognize a cool car, but only the true enthusiast 
will recognize the details. If gaming is important to you, you may de- 
cide that some time spent making your gaming machine unique is 
time well spent. 

How/why did you get started modding game consoles? 

It seemed to fit with the repair information and the crowd 
Llamma.com was attracting. I was getting requests for more step-by- 
step tutorials for this mod or that mod, and it motivated me to learn 
and experiment. As Llamma grew we gained more and more experi- 
enced people in our group, and we all work together on new ideas 
and procedures to improve our craft. We have borrowed expertise 
from the custom car-audio arena, as well as basic electronics, 
and hope to continue to help advance the mod scene by 
providing Llamma-authored tutorials and reposting those 
developed by the community. 

Any advice for someone new to modding on how to successfully 
mod without damaging their investment? 

As the old saying goes, experience is what you get just after you 
needed it. Risk only what you are prepared to lose. Start with some 



controller mods; [you'll only risk] $40 rather than $300. Learn from 
others. Llamma.com is dedicated to providing insights into modding 
and the "gotchas" in modding to make it more accessible to the novice. 

What is the best or most amazing mod you've ever seen? 

The best case mod I have ever seen was the Doom 3 case mod 
( www.thebestcasescenario.com/projects/doom3/doomlog/doom3log 
17-html ). That guy did some scale model-type detail and logged 
a ton of hours. 

Some mods are clearly illegal. Can you tell us more about them? 
What type of mods are illegal, and how/why we should avoid them? 

There are few black and whites in the legality of certain parts of the 
mod scene. The lines are formed clearly around piracy. If you do 
something that allows you to play a game for which you haven't paid, 
software piracy has taken place. Support the industry and buy your 
games! As for other areas, the lines get much fuzzier. 

I would like to hear some comments from someone legally quali- 
fied to speak regarding the homebrew scene, emulators, and XBMC 
(Xbox Media Center). These projects allow for expansion of the Xbox 
console and without piracy necessarily taking place. These projects 
do rely upon a BIOS that comes from altered Microsoft code that 
allows the system to run unsigned code. This means that "altered 
copyrighted software" must be present on the system. The homebrew 
scene looks to the DMCA reference to "writing interoperable soft- 
ware" under Sect. 1201 (f) Reverse Engineering exception of the 
DMCA. One might conclude that this means you are allowed to write 
and run homebrew code, but the BIOS that allows you to run it cannot 
be distributed legally. 

Regardless, XBMC can be readily found on SourceForge.net and 
is openly updated and distributed. If Microsoft wanted to do away 
with these development projects, they certainly could. 

Ultimately, I think the homebrew scene is generating interest in 
the game console industry and is good for the software giants as 
much as it is for the community at large. 

I think I should also add a "legal" software modification. It is pos- 
sible to run Linux on the Xbox with a BIOS and software composed 
totally of community-written code. This means it has been created 
without containing any Microsoft code. Doing this allows you to re- 
purpose your Xbox to be used as a PC running Linux. 

Why Llammas? 

Llamma is a gamer term for someone that cannot play video 
games well, "That guy can't play; he's a real llamma!" The domain 
was available, and hell, it was just a personal site anyway ▲ 
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Your Journey Begins 



10 Fun Things To Do With Your New Xbox 360 



We know just how fun 
it is to finally get 
your hands on the 
newest next-gen con- 
sole. Your elation 
will be such that you might even lose the 
ability to form even a single cohesive 
thought once you get your paws on one. 
It'll be hard to walk up to the register 
holding the box due to the massive 
amount of sweat on your palms, as well as 
the lack of control you have over your 
buckling knees. As such, we understand 
that knowing exactly what to do once you 
acquire this magnificent piece of hardware 
might be difficult, as your mind boggles at 
the sheer magnitude of the concept. So 
we've compiled a list of the first 10 things 
you simply must do when you get your 
new Xbox 360. You can thank us later, 
once you regain your senses. 

1. Mock Your Friends 

At the time of this writing, Xbox 360s 
are extremely tough to find. Most specialty 
game stores are still selling their units to 
preorder customers only, and when the 
cool little green-and-white boxes make 
their way into department stores or large 
retailers, the floor associates are instructed 
to keep them hidden and only sell them to 
people who directly ask about them. When 
we got our hands on our consoles, the very 
first game we played was "Let's See How 
Many Of Our Friends We Can Call And 
Mock On The Ride Home From The 
Store." Voicemail and answering machines 
only count as half a point. 

2. Get A Comfortable Chair 

The second you burst through the door 
of your home and plug it up, you will 
need to find a comfortable place to rest 
your rear because the first time you hear 



the Xbox 360 startup sound, you may very 
well faint. Hitting your head on the 
corner of the coffee table is no way to cele- 
brate getting your new console. In a per- 
fect world, we'd go with the Sanyo 
Massage Chair ($3,995; www. sharper 
image.com) . Admittedly, it's a little pricey, 
but after all, you will be resting your rear 
in the pinnacle of comfort excellence. 




Maximum 
comfort plays 
a pivotal role 
in any gaming 
experience. If 
you've got a 
little extra cash 
burning a hole in 
your pocket, 
check out the Sanyo Massage Chair from The 
Sharper Image ( www.sharperimage.com ) . 



3. Get It (Net)Working 

Once you regain consciousness, you 
will, of course, set up your Xbox profile, 
the time zone, and all that jazz, but the 
very next thing you need to do is plug 
this thing into a network. The Xbox 
360 was designed to be very network- 
interactive (as you will soon see), and to 
skip this step is to miss out on at least 
half of the potential of this Wiinder- 
boxen. Either a wired or wireless con- 
nection will work, but we highly 
recommend the wireless option — trip- 
ping over a CAT5 cable strung through 
the hallway while running for a bath- 
room break can result in making your 
new purchase a strewn array of very ex- 
pensive parts. There are several third- 
party wireless networking adapters 
available for all game consoles, but we 
recommend the Microsoft device. Why? 
Because it snaps onto the back of the 
console and stays out of the way. 



4. Go Live 

As soon as you're connected, the very 
next thing you MUST do is get on Xbox 
Live. Everything from game updates to in- 
game achievements to multiplayer gaming 
is handled over Microsoft's gaming ser- 
vice. The cost is a paltry $49.99 for a 
year's membership, or $7.99 a month if 
you pay monthly — less than the cost of a 
filling dinner at McDonalds, and approxi- 
mately 244 times more satisfying. Besides, 
when was the last time you were able to 
talk smack with a McRibb? (If the answer 
to this question is anything other than 
"never," you're going to be a huge hit in 
multiplayer chat. . . .) 

5. Get Some Microsoft 
Points, Pronto 

Microsoft Points are the currency 
with which you will buy new games, 
themes, icons, movies (such as episodes 
of "Red vs. Blue"), and even songs and, 
eventually, TV shows. The exchange 
rate is approximately 80 points to every 
$1, meaning most games cost about $7 
to $10 to download and keep — defi- 
nitely worth it when you consider that 
PopCap games, such as Zuma, cost 
about $20 to download to your PC. The 
Xbox Live Marketplace is available 
through the Dashboard of your 360, 
and you can purchase points off the 
shelf at any game retailer in the form 
of a card with a redeemable code. 
However, we recommend just buying 
points from the Marketplace, as typing 
in a 20-digit code with a game con- 
troller is pretty darn awkward. 

6. Download Geometry Wars: 
Retro Evolved 

Now that you have points, don't pass 
GO, don't collect $200, and don't ask 
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The Xbox Live Marketplace is where you can buy and redeem Microsoft Points, which are 
adjusted to an exchange rate and redeemed for things you can't buy at your local store. 
Think of them as digital Euros. 



for anyone's opinion. Simply download 
this game. Now. 

Yes, Geometry Wars: Retro Evolved is 
part of Project Gotham Racing 3 as a 
mini-game in the auto-shop (just like the 
first Geometry Wars did with PGR2), but 
it's only a demo of the full game available 
through Xbox Live Arcade. That's alright 
though — for only 400 Microsoft Points 
(roughly $5), you get both Retro Evolved 
and Retro (the first game). Trust us, the 
second you fire this game up, it will all 
become clear. You will start playing and 
get aggravated as a square with a diamond 
in it pops up out of nowhere and kills 
you. You will vow revenge on all four- 
sided objects and launch into a profanity- 
filled rage as you mow them down with 
impunity. Just be careful to separate the 
game world from reality, or else your next 
trip to your local Museum of Modern Art 




Check out Geometry Wars: Retro Evolved. 
Doing battle with a series of random 
shapes was never so much fun. 



might be a bit more eventful than you or 
the curators planned. 

7. Get Some Media 
On That Thing! 

If you have a decent music and/or 
video library, your Xbox 360 will quickly 
become your central entertainment hub. 
If you have a Windows Media Center 
PC, you can stream all of your music, 
videos, and TV shows to your Xbox 360 
for playing on that nice, new plasma TV 
and Dolby Digital 5.1 surround-sound 
system you're going to buy. (See the fol- 
lowing step.) Even if you don't have 
WMC on your PC, you can still listen to 
your music on the 360. This is vital be- 
cause you simply haven't gamed until 
you've killed scores of Nazi's in Call Of 
Duty 2 to the delightful sounds of 
Wagner's Ride Of The Valkyries. 

8. Flex That Credit Card 

Caution: We're about to suggest that 
you go into debt for entertainment 
sake. However, this is a very no- 
table exception, as we're not just 
talking about entertainment — 
this is a new life you're building. 
A life that won't be complete 
until you've tied your Xbox 360 to 



a new 42-inch HD plasma TV and a rich 
Dolby Digital 5.1 surround-sound 
system. You want proof? Head to your 
local Best Buy store and see a demo of a 
properly set up Xbox 360. You won't 
want to go home without one just like it. 

9. Take A Sick Day & Order 
Some Proper Nourishment 

You might consider screaming into a 
pillow now — your voice is going to need 
to sound authentically hoarse when you 
call in sick to work. But don't worry 
about that hindering your ability to 
order pizza and other great foods; most 
major pizza chains offer online ordering, 
and there are To Go services on the 'Net 
that will pick up Chinese or Thai and 
deliver it to your place. As a side note, 
when you play the game mentioned in 
Step 1, make certain not to call anyone 
you work with, as this will most defi- 
nitely blow your cover. 

10. Get A Good Pair 

Of Sunglasses, Sunscreen 
& Some Visine 

You're going to be spending so much 
time with your new Xbox 360 that the 
next time you step into the sunlight, 
your skin and eyes will look like 
Gollum's. You're going to need all the 
protection you can get from the evil, 
evil sun. CPU 




We love the 
Xbox 360 

Wireless Adapter. It's small, elegant, and 
out of the way— and throws the doors 
wide open to the incredible online 
capabilities of the Xbox 360. 
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Don't Get Left 
In The Dust 

Upgrade Your Xbox 360 Core System 



Nov. 22, 2005, was the biggest 
day in the evolution of console 
gaming yet: The day the Xbox 
360 was released. Unfortunately for most 
of us, there was only a small number of 
the units to go around. There were lines 
that formed hours, sometimes days in ad- 
vance, so if you were lucky enough to be 
one of the chosen few to get one of the 
first-shipped consoles, you were willing to 
take whatever was available when you got 
to the front of the line. Or, maybe you 
just saw the larger price tag and opted to 
purchase the less expensive package. 
Whatever the reason, you didn't get a 
hold of one of the "premium" Xbox 360 
packages. Instead you've got the so-called 
"Core" system. Don't worry, this doesn't 



To look at it from the 

front, the only 

major difference 

between the Xbox you 

get with the Core and 

premium systems is 

the extra chrome 

detail on the CD tray. 

Other than that, they 

look the same. 
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mean you're up a creek without a paddle. 
It only means that you'll have to make 
some extra investments to catch up to 
those users who got one of the premium 
systems. We'll take you through every dif- 
ference between the two packages and will 
also tell you what you'll need to buy to 
get caught up and finally start enjoying all 
that the Xbox 360 has to offer. 

Irreconcilable Differences 

Unfortunately, there are a couple of 
differences that make the Core system dif- 
ferent from the regular system that you'll 
never be able to make up for, no matter 
how many upgrades you purchase. Other 
than the carton that the system comes in 
(the Core system comes in a green box, 
and the premium system comes in a white 
one), the premium console has a pre- 
mium chrome finish on the front that 
marks it as different. Fortunately, the 
consoles themselves are functionally iden- 
tical, so unless you're really picky, the cos- 
metic differences are not an issue. 

Another difference exists that you 
might never be able to overcome: The 
first few shipments of the Xbox 360 reg- 
ular system included a free promotional 
item, the Xbox 360 Media Remote. First, 
the remote lets you control CD and 
DVD playback from your Xbox 360 con- 
sole. The Eject button obviously allows 
you to eject whatever disc is currently in- 
stalled, and pushing the Windows Media 
Center Start Button lets you access 
a Windows Media Center-based PC 
through your Xbox 360 console. 
The Media Center lets you watch and 
record programs just as you would with 
regular television. 



The Bare Essentials 

Now that we've covered what you can't 
do, let's get to the changes you can make. 
As with most other facets of life, there is 
an inverse relationship between cost and 
functionality. That is, the cheap upgrades 
aren't the most useful, and the most nec- 
essary upgrades aren't cheap. We'll start 
with the most functional upgrades — those 
that will get you the most use out of your 
Xbox 360 — and move on from there. 

Get a hard drive. The best investment 
you can make is in purchasing the at- 
tachable hard drive. This 20GB hard 
drive ($99.99; www.xbox.com ) will give 
you the most bang for your buck and 
will provide the most additional func- 
tionality to your Xbox. As of press time, 
the drive tops the list of most expensive 
upgrades, but, as promised, it's worth its 
weight in silicone. Without it, you won't 
be able to play certain Xbox 360 games 
or any games for the original Xbox. 
There is software on the hard drive (ei- 
ther when you buy the drive or when 
you download emulators available free to 
Xbox Live subscribers) that allows you to 




Three notable differences between the 
Core and premium Xbox 360 packages are 
that the Core system does not come with 
the hard drive, wireless controller, and the 
chrome-detailed console that come with 
the premium system. 
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play certain games. This isn't true of all 
games, but there are already some out 
there, and surely more to come, that re- 
quire the hard drive. Games use the hard 
drive to decrease load times, cache game 
data, and store detailed game saves. 
Without it you'll be a step behind — if 
you can move at all. 

The hard drive also allows you to save 
game progress. If you'd rather, you can use 
an optional 64MB flash memory card to 
save your progress, however, in addition to 
providing more space than a flash memory 
card, having the extra storage space of the 
hard drive lets you download and save 
music from your personal collection to the 
Xbox and play it instead of the sound- 
tracks of certain games or use your Xbox 
as a jukebox at parties. You could do this 
with certain titles for the original Xbox, 
but, again, you can't do it on the Xbox 
360 without the hard drive. One thing 
you couldn't do with the original Xbox 
was play songs directly from your iPod in- 
stead of the game's soundtrack. The hard 
drive will allow you to download a soft- 
ware package to do just that. You'll also be 
given the opportunity to download exclu- 
sive, original content games for the 360 
from Xbox live. There are already several 
minigames available to users who can save 
them to their consoles. 

Get connected. The next upgrade is 
relatively inexpensive, but very functional 
because it opens at least half of the 
gaming universe to users: an Ethernet 
cable. The regular Xbox 360 package 



If you want all the 
functionality that the 
Xbox is capable of, you're 
going to need to purchase the 
removable 20GB hard drive for 
your system. 



comes with a 15 -foot Ethernet connec- 
tivity cable that will allow you to access a 
high-speed Internet connection for using 
your Xbox Live account. You can obtain 
a 50-foot cable for around $20 that will 
let you connect to the Web. 

Go Live. Finally, there's Xbox Live. 
The hard drive allows you to save your 
player profile, giving you access to the 
free Xbox Live Silver subscription or the 
30-day trial Gold subscription that are 
available with either the regular or Core 
systems. Once you've got an Xbox Live 
subscription, the hard drive will allow 
you access to extra game content like 
maps, special weapons, and any other fu- 
ture upgrades to the console or games 
that may come along in the future, as 
well as the emulators for original Xbox 
games we've mentioned. That's the 
beauty of Xbox Live Marketplace. 

Audio Immersion 

Now that you can save your games and 
get online, we've come to the next up- 
grade possibility. In order to fully prepare 
you to enjoy all that online gaming has to 
offer, the Xbox 360 premium system 
comes with the next generation in online 
gaming headsets ($19.99; www. xbox 
.com ). Designed exclusively for use with 
the 360, the new headset is incompatible 
with the original Xbox, just as the original 
headset is incompatible with the 360. The 
Xbox 360 Headset plugs directly into 
the controller for ease of use. A noise- 
canceling, boom-mounted microphone 
improves game response to voice com- 
mands, provides crisp and clear voice 
communication, and is adjustable 
for optimal sound quality. 
In-line volume control 
and a mute switch 
let you easily adjust 
the headset volume or 
mute the audio. 

f* A 



While the original Xbox Live Headset 
was a wrap-around design, this new ver- 
sion is an over-the-head design — a plus 
for many gamers. The original headset 
had a removable microphone that could 
be placed on either side of the headband 
but also tended to be quite fragile. The 
new version has a swivel microphone that 
allows users to use the microphone on ei- 
ther side without removing it, leading to 
a more sturdy design. Simply plug it into 
your controller and begin talking trash. 

Wireless Bliss 

One of the biggest differences between 
the Xbox 360 and the original Xbox is also 
one of the biggest differences between the 
Core and regular Xbox 360 packages. The 
Xbox 360 was designed for completely 
wireless control. The Core system comes 
with a wired controller, while the premium 
system comes with a wireless controller 
($49.99; www.xbox.com ). This upgrade 
rolls in as our second most expensive, next 
to the hard drive, but it's a joy to behold — 
or rather "a joy to be held." It's lightweight, 
ergonomic, and has several advantages over 
both the original Xbox controllers and the 
Xbox 360 wired controllers. First, instead 
of the black-and-white buttons of the orig- 
inal Xbox controller, the new generation 
has left and right shoulder buttons on the 
front of the controller, just above the right 
and left triggers. It also has vibration con- 
trol to increase battery life and an Xbox 
360 Guide button to help you keep track 
of your gaming experience through the 
Xbox's tabbed menu structure. 

The controller no longer 
contains slots for memory 
sticks or the "puck" for the 
Xbox Live Headset. 
The memory 
sticks 




The three 
additional plugs on the 
HD cable set for your Xbox 
360 will allow you to connect to either 
a standard or TV or one with component 
video inputs. Be sure to push the selector 
switch to the HD setting to get the full effect. 
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In order to take your gaming experience 
online with Xbox Live, you'll need to get a 
headset similar to that of the first Xbox. 
Keep in mind that your old one won't 
work with the Xbox 360. 
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Initial shipments of the Xbox 360 

premium system came with a free 

promotional gift, the Xbox 360 Media 

Remote, which allows you to control 

CD/DVD playback, MS Windows Media 

Center, and the Xbox Dashboard. 

Unfortunately, this item is not currently 

available for purchase as a Core 

system upgrade. 
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now attach directly to the console, and the 
headset port is more integrated to the con- 
troller, making it a seamless addition to 
your system. You also won't need a "wart" 
sticking off the front of your 360 console: 
The controller and console are designed to 
continually update to a safe, unused fre- 
quency in such a way that you could be 
using up to four wireless controllers at 
once without any cross talk. You can even 
turn your 360 console off and on with the 
wireless controller. To activate your con- 
sole and the controller at the same time, 
simply push the Xbox Guide button at the 
center of your controller. The Ring of 
Light around the Power button of your 
console and the Guide button on the con- 
troller will light up and show you exactly 
how many controllers you have hooked up 
and operational. 

Hi-Def Heaven 

If you've opted for the Core system, you 
got the Xbox 360 Composite AV Cables 
that will connect your Xbox to most televi- 
sions. If you bought the premium sys- 
tem, you have cables that allow you to 
do a whole lot more than that. The 
Xbox 360 Component HD AV ($39.99; 



www.xbox.com ) Cable has component 
video connectors that will let you hook 
your Xbox 360 to either a normal televi- 
sion or one with component video inputs. 
If your television is capable of high-defini- 
tion output, you can flip a switch on the 
composite A/V cables to take your viewing 
experience to the next level. 

Start Upgrading 

We've finally come to the last differ- 
ence between the Core and regular Xbox 



360 packages, and it's a doozy. The reg- 
ular system comes with the one thing no 
gamer can live without: two AA batteries. 
Oh yeah, they're alkaline. These two bad 
boys pack a combined 1.5 volts of raw, 
seething power ready to burst forth and 
bring your gaming experience to life. Just 
be careful — all this power, on top of the 
other Xbox 360 upgrades, might be more 
than some people can handle. Don't let it 
go to your head. CPU 

by David Miller 




The Xbox 360 was specifically designed 
to use wireless controllers. No more 
adapters or plug-ins. No more 
worrying about changing 
wireless channels to use 
multiple wireless 
controllers. The 
console takes care 
of all of that 
for you. Just 
add batteries 
and enjoy. 
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Family Settings 



Filters Protect Young Eyes 



M 



icrosoft's Xbox 360 is today's 
equivalent of the Official Red 
Ryder Carbine-Action, Two- 
Hundred-Shot Range Model Air Rifle 
that Ralphie so desperately wanted in "A 
Christmas Story." The console is jaw- 
droppingly cool and will impress the 
daylights out of your child's friends 
(something he's more excited about than 
you), but you worry about the sorts of 
trouble it might bring into your home. 

For one thing, many game publishers 
take advantage of the advanced graphics 
to create horrific gore, such as spattering 
blood and severed body parts. Some games 
lack any blood but depict violence. 

Xbox Live is another potential pitfall 
for parents. If you have an Internet con- 
nection and a subscription to Xbox Live, 
your child can play online against other 
kids (or teens or adults) who may use in- 
appropriate language. 

Microsoft is well aware of parents' con- 
cerns. It loaded the Xbox 360 with tons of 
parental controls that will shield your child 
from grown-up content without ruining 



his overall Xbox experience. It also offers 
controls that filter Xbox Live. We'll show 
you how to enable and customize the Xbox 
360's Family Settings. 

Set Up Xbox Live 

Stock up on patience before you 
attempt the convoluted Xbox Live setup 
process, as you'll probably spend more 
time collecting and verifying the required 
accounts than you'll spend actually ad- 
justing the Family Settings menus. 

Microsoft Passport. You and your 
child need Passport accounts in order to 
set up the one Xbox Live Child account, 
and you'll each need email accounts to 
set up those Passport accounts. You can 
complete these tasks via the Xbox while 
signing up for the Xbox Live Child 
account, but unless you have a USB key- 
board handy, you'll have to enter infor- 
mation by hunting for letters on an 
on-screen keyboard. We recommend 
registering for Passport accounts via your 
PC and Internet connection. 



Protect younger family 
members by customizing 
content, communications, 
and online interactions- 
Adjust settings on the 
console or at the individual 
profile Level. 
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The System blade lets you reach many of the Xbox 360's options, including the Family 
Settings menu, which houses all parental controls. 



Start your Passport account by visiting 
accountservices.passport.net , even if you 
don't already have email addresses. Click 
the Sign Up For An Account link. Here, 
you'll need to indicate whether you have 
an email account. If you don't have one, 
click the No, Sign Me Up For A Free 
MSN Hotmail E-Mail Address radio 
button and click Continue. This process 
assigns the Passport account to your 
existing email address or creates a new 
address and Passport account. 

Next, return to the main Passport Net- 
work page and create your child's Passport 
account in the same way. This time, how- 
ever, the registration process will require 
you to re-enter your Passport account 
and verify that you are the parent by pro- 
viding your credit card information. You 
are now ready to create an Xbox Live 
Child account. 

Xbox Live Child 

From the Dashboard, enter the Xbox 
Live area and start your child's account. 
(See "The World Is Your Playground" on 
page 39 for more information about cre- 
ating an account.) Be sure to give your 
child's real birth date because Xbox Live 
will only register the account as a Xbox 
Live Child account if the birth date indi- 
cates the account owner is a child. 

During the process, you need to use 
your Passport account to approve your 
child's account (and to register your Pass- 
port account as the Parent Passport on 
your child's account). You also need to 
verify your age with a credit card. After 
you pay for the account, the Xbox Live 
Gamer Zone page will appear. Chances 
are you'll want to select the Family 
Gamer Zone. To learn more about Xbox 
Live's Gamer zones, check out "In The 
Zone" on page 45. 

Xbox Live then creates your child's 
Xbox Live account. When the Congratula- 
tions! page appears, you can jump right 
into the Family Settings section via the 
link on that page. Whenever you want to 
enter Family Settings in the future, you'll 
need to select the System blade from the 
Dashboard and then select Family Set- 
tings. The Family Settings page divides its 
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features into Console Controls and Xbox 
Live Controls, which means you'll be able 
to place restrictions on the Xbox itself and 
on your child's Xbox Live account. 

Family Settings: 
Console Controls 

By default the Xbox does not restrict 
content based on ratings, which means you 
can pop any mature DVD or game into 
the unit and start watching or playing. 
Note that when you highlight a category in 
any menu or submenu, explanatory text 
appears on the right side of the screen. 

Game Ratings. This section lists the 
ESRB (Entertainment Software Rating 
Board) ratings. After you select a rating, 
the Xbox won't play any games that have a 
higher rating. For more information about 
what content each rating covers, see "Give 
The Gift Of Gaming" on page 77. 

DVD Movie Ratings. Select a rating 
(R, PG-13, PG, or G) to prevent the Xbox 
from playing any DVDs that have a 
higher rating. There's a catch: The Xbox 
plays rating-less DVDs (discs that don't 
have the rating code built-in) regardless of 
Family Settings. 

Access To Xbox Live. Not interested 
in the Xbox Live service? If you want to 
make sure your child doesn't sign in to 
Xbox Live, you can cut off access here. 
This option blocks all Xbox Live features, 
including online games. Your child can't 
download files or chat with other Xbox 
Live members. 

Xbox Live Membership Creation. 
This feature doesn't block access to Xbox 
Live, but it does prevent your child from 
secretly creating an adult account. 

Pass Code. After you change any of the 
Family Settings, you'll need to set a Pass 
Code before you can leave the Family 
Settings area. If you try to leave the area, 
the software prompts you to set a code or 
discard your changes. You can also set the 
Pass Code in this area, as well a Pass Code 
Reset Question and Answer. Make sure the 
answer is something you can remember 
because you might need it in order to 
reset the password later. Obviously, make 
sure the answer isn't something your child 
can guess. 



Determine Family Settings for 
your console. These settings 
affect everyone who uses your 
console. Manage access to the 
following features: 




Family Settings let you filter the content that enters your Xbox 360 so that your child 
can't easily access inappropriate material. 



Turn off Family Settings. Watch 
out — this is not a feature that lets you 
temporarily disable Family Settings. It 
completely resets the entire area to the 
default settings. 

Family Settings: 
Xbox Live Controls 

When you enter Xbox Live Controls, 
the service prompts you for your Passport 
email and password. After you provide the 
information, you can change any settings. 

Online Gameplay. The Online Game- 
play menu has two choices: Xbox 360 
Online Games and Original Games. You 
can choose to Allow or Block either or 
both of these features. 

Privacy And Friends. This menu has 
several categories, including New Online 
Friends. If you choose Require Approval, 
your child needs to get your permission be- 
fore he can add anyone to his Friends List. 
You can use this feature in conjunction 
with Communications (the next category 
in the this menu) to make sure your child 
communicates only with friends that you 
approve. The Communications menu lets 
you choose whether he can communicate 
with everyone or only friends. You can also 
block all communication. 

Privacy And Friends also has Gamer 
Profile Sharing, Gamer Profile Viewing, 
and Online Status features, which let you 



determine how much of your child's infor- 
mation is available to other online mem- 
bers. Here, you can also determine what 
member info your child can see. 

Content. The Content menu's two cat- 
egories let you determine whether your 
child can download content from Xbox 
Live. You can direct the Xbox to accept 
member content only from the Xbox 
Live members who are on your child's 
Friends List. 

On Your Side 

Microsoft targets its Xbox at many dif- 
ferent types of people, including kids and 
adults, so the Xbox must satisfy hardcore 
gamers without ruining the fun for young 
players. To that end, Microsoft created the 
Entertainment Citizenship Principles 
( www, xbox. com/ervUS/support 
/familysettings/20051118~entertain 
mentcitizenship.htm ), which guides em- 
ployees as they develop material for 
Microsoft's entertainment products. The 
principles include a commitment to 
helping parents make informed decisions 
about which games their children play, as 
well as helping parents. Of course, Micro- 
soft can only provide parenting tools: 
You'll need to actively monitor your 
child's play. CPU 

by Joshua Gulick 
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Get Your 
Gear Here 

Explore The Xbox Gear Store 



You might be happy just to have 
your Xbox system and your 
favorite Xbox games. However, 
you might want to express your Xbox 
obsession by wearing clothing with the 
Xbox logo, carrying your games in an 
Xbox messenger bag, or drinking from an 
Xbox 360 water bottle. You can find these 
and many other Xbox-related products 
in the Xbox Gear Store ( www.xboxgear 
store.com) , the first place to look for items 
that say to the world, "I love my Xbox." 

Gear Guide 

You can access the Xbox Gear Store 
directly using its URL, but if you forget 
its address, you can also link to it from 
Xbox.com. The link to the Gear Store 
isn't very prominent, though; look above 
the copyright information at the bottom 
of the Xbox.com page. 

The Xbox Gear Store has a gray naviga- 
tional bar near the top of the page. This 
bar has links to The People Of Xbox, 
Wearables, Collectibles, Custom Goods, 
and Gift Certificates. Of those links, 
Wearables, Collectibles, and Gift Cer- 
tificates will take you to the site's main 
shopping areas. 

When you hover your mouse over 
Wearables, a drop-down menu appears 
listing the Xbox Gear Store's different 
types of wearable merchandise, including 
Tops, Headwear, Bags, and Outerwear. 
Click Tops, and you'll find shirts with 
Xbox logos. 

Whereas many of the products in the 
Xbox Gear Store serve no real gaming- 
related purpose other than expressing your 
devotion to the Xbox, the System Mes- 
senger Bag is as functional as it is stylish. 



This bag has a tag with the Xbox 360 logo, 
as well as the Xbox Right Of Light design 
on the bag's flap. It has a floating floor 
panel to accommodate the Xbox 360 
gaming system. There is also a zippered 
pocket that is the perfect size for holding 
an Xbox 360 game, special pouches to 
hold game controllers, and additional 
accessory pockets. You can find this item 
in the Gear Store by clicking Wearables 
and Bags. 

As of press time, the Xbox Gear Store 
had three styles of outerwear: the Ladies' 
Puffy Jacket, a Hoody, and a Track Jacket. 
Each of these coats has an Xbox logo or 
Xbox theme. 

Our favorite area of the Xbox Gear 
Store is the Collectibles section because 
there are many unique items carrying the 
Xbox logo. For example, you can find an 
executive pen, a mini foam football, a cell 
phone charm, a flying disc, a USB thumb 
drive, and even a digital desk clock. You'll 
find quite a few interesting items here 
for yourself or an important Xbox fan in 
your life. 

If you know 
someone who'd 
love Xbox mer- 
chandise but you 
don't know exactly 
what to buy, you 



Several members 

of the Xbox team 

are models for the 

Xbox Gear Store. 

Learn more about 

their favorite Xbox 

games and hobbies 

by clicking The 

People Of Xbox. 



can get gift certificates at the Xbox Gear 
Store. Click the Gift Certificates link and 
choose from certificates worth $10, $25, or 
$50. These certificates are redeemable for 
items at the Xbox Gear Store. 

From the Xbox Gear Store, you can also 
link to the Bungie Store ( www.bungie 
store.com ) by clicking the Bungie- 
store.com link under the navigation bar. 
This link takes you to a separate store 
where you can buy Bungie, Halo, and 
Halo 2 merchandise, such as action figures, 
posters, coffee table books, T-shirts, and 
ball caps. 

Xbox People 

In addition to the shopping areas of the 
Gear Store, there is also an area called The 
People Of Xbox. Here, you'll meet many 
of the models who appear in the Gear 
Store. All of the models are also Xbox em- 
ployees, including marketers, recruiters, 
software engineers, product managers, and 
even financial analysts. A profile accompa- 
nies each photo, so you can learn each 
Xbox employee's Gamertag, favorite Xbox 
game, and hobbies. 

Go Get Your Gear 

The Xbox Gear Store is easy to navigate 
and features a variety of products. The 
store adds new items from time to time, so 
check back periodically for the latest Xbox 
clothes, collectibles, and gifts. CPU 

by Kylee Dickey 
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Xbox Overseas 



Sites For Players Everywhere 



We all know how popular Xbox 
is in the United States. But 
gamers around the world 
enjoy it, too. Because Microsoft keeps 
tabs on who buys its products, the main 
Xbox Web site links to more than two 
dozen country-specific sites. To view a 
list of these global Xbox links, go to 
www.xbox.com and click International in 
the top navigation bar. Next, click any 
country or region name to view its 
custom Xbox site. 

When you're done viewing the site, be 
sure to go back to the U.S. site. You can 
do this by clicking International in the 
top navigation bar and selecting United 
States. Otherwise, the default country or 
region for Xbox changes to the last 
country or region you select. 

To give you a preview of what you 
might see on other sites, we explored 
Xbox sites for most of the English- 
speaking countries and regions. Here are 
the highlights of what we discovered. 

Australia. Go to the Games menu, 
click Tips & Tricks, and check out the 
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More than 24 countries and regions have 
custom Xbox Web sites. 



Gamer Speak link. Here you'll find re- 
views, opinions, tips, and tricks from 
Australian Xbox insiders. The U.S. site 
has a Gamer Speak feature, too, but the 
articles and Xbox experts are different 
from the Australian Xbox site. 

Canada (English). Canada sports two 
Xbox sites: one for English speakers and 
one for French speakers. Much of the 
content of the English-language site is 
the same as the U.S. site. However, the 
Community area has Canada-specific 
news, events, promotions, and links. 
When we checked the Xbox News page, 
for example, Xbox Canada had just 
completed an online auction to benefit 
children's hospitals through the Chil- 
dren's Miracle Network. To raise funds 
for the charity, Xbox fans bid on and 
purchased celebrity-designed Xbox 
360 faceplates. 

Ireland. Go to Xbox Live and take a 
look at the Xbox Live Events Calendar. 
The selection differs from the happen- 
ings in the United States, and it is com- 
plete with prizes and giveaways. Be sure 
to pay attention to the timing of the 
live events you want to join; Ireland's 
time zone is based on GMT (Green- 
wich Mean Time), which is five hours 
ahead of the Eastern time zone in the 
United States. 

New Zealand. The New Zealand 
Xbox site has a great Community page. 
Open the Community menu, and you 
can view Xbox News, Gamer Speak 
(New Zealand style), Friends Of Xbox, 
Forums, and Competitions. The Friends 
Of Xbox page links to other gaming and 
Xbox sites, and the Gamer Speak page 
features great information from New 
Zealand Xbox insiders. 

United Kingdom. For the UK take on 
Xbox, numerous sites are devoted to Xbox 
game play, tips, tricks, and reviews. To see 
a list of Xbox-related UK sites, go to the 



UK Xbox Community menu and click 
Fan Sites. Some of the sites include 
BritXbox ( www.britxbox.co.uk) , MyXbox 
.com ( www.myxbox.co.uk ), and Xbox- 
GameZone (www.xboxgamezone.co.uk) . 

More To Explore 

If all the information on the U.S. 
Xbox site is not enough for you, the in- 
ternational sites have even more to ex- 
plore. Most of the unique content is in 
the Community menu or the Xbox Live 
calendar of scheduled events. From the 
looks of the international sites, Xbox and 
Xbox 360 games, hardware, and informa- 
tion are just as popular in other countries 
as they are here in the United States. And 
if you can read other languages, such as 
German, Italian, or Japanese, you can ex- 
plore even more Xbox content. CPU 

by Carmen Carmack 
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The United Kingdom sports a lively 
bunch of Web sites related to gaming, 
Xbox, and Xbox 360. The UK Xbox site 
features links to these and other sites 
on its Fan Sites page. 
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No End 
In Sight 

Online Xbox Resources Are Plentiful 



With so many Xbox fans, it's no 
wonder that the online world 
of Xbox goes beyond Micro- 
soft's resources. In fact, although there are 
many resources available from Microsoft's 
Xbox.com, that site barely touches the sur- 
face of what's available online. Through 
many Xbox enthusiast sites you can find 
almost anything related to the Xbox. We 
will look at the Community Portal of 
Xbox.com and many of the Xbox-related 
resources you'll find online. 

Find The Fans 

Although you can easily perform a 
Web search for sites related to the Xbox, 
there is a simpler way to find the latest 
and greatest fan sites. Xbox.com features 
links to many of the most popular Xbox 
fan sites. To find the list of sites, go to 
Xbox.com, click the Community tab 
near the top of the screen, and click 
Community Portal on the green bar 
under the banner. On the left side of 
the page, under the Friends Of Xbox 
heading, you'll see links to several Xbox- 
related Web sites and a brief descrip- 
tion of each of the sites. For example, 
Xbox.com has links to OXM (Official 
Xbox Magazine), which features Xbox 
news; Game Trailers.com, which pro- 
vides free Xbox game trailers for stream- 
ing or download; and Xbox Cheats, 
which lists cheats, tips, and codes for 
Xbox games. These links are just a sam- 
pling of the many links to other Xbox 
sites that you'll find on this page. Some 
of these sites are professional sites and 
others are popular fan sites. 

Click any heading under Friends Of 
Xbox site to go to a more complete 
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description of the site. 
You'll be able to read 
about the goals and 
content of the site, as 
well as view a list of 
Recent Articles. To see 
older articles featured 
on that Xbox site, click 
the Archive link on the 
left side of the page. 
Under the Archive link, 
some pages also include 
a Forums link that will 
take you to the Xbox 
.com Forums. On the 
left side of a forum 
page, you'll see the site's 
logo and name. Click 
either of these to visit 
the site indicated. 

On the Community 
Portal page, under the 
Friends Of Xbox head- 
ing, you'll also find 
brief descriptions about 
recent content at each 
of the sites. These de- 
scriptions are in green 
text. Click the content 
description to go di- 
rectly to that specific article or feature. 

For a complete rundown of the latest 
additions to the many Xbox fan sites, 
check the Fan Sites section located to the 
right of the Friends Of Xbox section. 
Rather than simply providing links to 
fan pages, Microsoft has gathered the 
latest updates to these fan sites so you 
can quickly browse the most recent in- 
formation at each of the sites. For ex- 
ample, when we visited the Community 
Portal, we saw that one site had just 
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The Xbox.com Community Portal is a gateway to many other 
Xbox-related sites on the Web. 
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Check out the GameDAILY Archiv 



When you click the name of a site from the Friends Of 
Xbox list, you'll see a full description of the site, along 
with a list of Recent Articles on that site and a link to the 
site's article Archives. 



added an interview with a game devel- 
oper. Several other sites had previews of 
upcoming Xbox games. Other fan sites 
featured coverage of launch events. 
A yellow New button indicates that 
Xbox.com added the link recently. The 
links under Fan Sites take you directly to 
the listed content rather than to the main 
fan site. 

For a complete list of all of the Com- 
munity Sites submitted to Xbox.com, find 
the Related Links section under the list of 
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The Xbox Community Sites page has a list of fan sites you may 
wish to visit for the latest news, reviews, and opinions about 
Xbox hardware and games. 



Fan Sites. Click Xbox Community Sites to 
view the full, alphabetized list. The list of 
Community Sites does not provide de- 
scriptions of the Web sites, only links to 
these pages. 

As you can see, visiting the Commu- 
nity Portal at Xbox.com is one of the 
quickest ways to get a rundown of the 
latest news, previews, trailers, interviews, 
and tips available at the many Xbox- 
related Web sites. Of course, you may 
find that some of these sites are so helpful 
that you want to visit them regularly, as 
well. Read on for a summary of some of 
the most popular Xbox-related sites. 

GameTrailers.com ( www.gametrail 
ers.com ). This site is dedicated to all 
types of videos about the Xbox. All of 
the videos are free. Some are available for 
download, while others are for streaming 
only. As the site's name suggests, many 
of the videos are game trailers, but you 
will also find other videos, including 
interviews and video coverage of Xbox- 
related events. 

Operation Sports ( www.operation 
sports.com ). If you are obsessed with 
sports-related Xbox games, you will 
want to visit Operation Sports. This site 
focuses exclusively on sports-themed 
games. You'll find news, reviews, previews, 



forums, and a chat room, all of which are 
dedicated to sports gaming. 

TeamXbox ( www.teamxbox.com ) . 
TeamXbox is one of the best-known 
online Xbox resources. One of the site's 
main draws is its extensive collection of 
reviews. There are thousands of reviews 
at your fingertips when you visit the 
TeamXbox site. In addition to game and 
accessory reviews, you can catch up on 
the latest Xbox news, browse an impres- 
sive list of cheats, view screen shots and 
movie clips, and participate in the 
TeamXbox Forums. 

XboxCheats ( www.xboxcheats.com ) . 
This Web site is exactly what its name 
suggests. At XboxCheats, you'll find the 
hidden tricks that you need to gain 
money, additional lives, extra ammuni- 
tion, hidden weapons, and shortcuts to 
advanced levels. 

Xbox Addict ( www.xboxaddict.com ) . 
In addition to Xbox Addict's own game 
reviews, the site lets its members post 
their own reviews. By browsing the Xbox 
Addict site, you can get a good feel for 
how other users feel about the latest 
games. You'll also find interviews, screen 
shots, and forums. 

Xbox Users Group ( www.xboxusers 
group.com ). This Web site has tens of 



thousands of members from around the 
world. Xbox Users Group not only pro- 
vides member forums but also news; 
game and accessory reviews; the occa- 
sional interview; a gallery of screen 
shots; Desktop wallpaper, product shots, 
and photos. 

XBS (Xbox Solution; www.xboxsolu 
tion.com) . This site features not only the 
latest news, but also game previews and 
reviews; a collection of cheats; screen 
shots from games; forums to discuss your 
favorite games and accessories; and the 
latest Xbox news. 

Extra Xbox Goodies 

These are just a sampling of the many 
sites to which you can link from Xbox.com. 
We couldn't possibly cover all of the sites 
here that you'll find in the Xbox.com 
Community Portal. When you explore the 
Xbox-related sites, you will most likely be 
amazed by the amount of Xbox informa- 
tion you can find online. CPU 

by Kylee Dickey 






Before You Build 
Your Own Fan Site 

f you want to start your own 
Xbox fan site, you should check 
Microsoft's Xbox Fansite Guide- 
lines. You can find these by going 
to Xbox.com, selecting the Commu- 
nity tab at the top of the page, and 
clicking the Community Portal link 
on the green bar under the banner. 
Scroll down to the Related Links 
section in the lower-right corner 
of the page and click Community 
Site Guidelines. 

These guidelines list the things that 
you may not legally do on your fan site. 
Most of the guidelines deal directly 
with the use of official Xbox logos. 
You'll want to browse this section 
before you design your fan site, just 
to ensure that your site is in compli- 
ance with Microsoft's legal terms. ▲ 
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The Xbox Quiz 



Xbox Hardware 



How many 3.2GHz processors 

are in the Xbox 360? 

A) One 

B)Two 

C) Three 

D)360 

2 What was the codename 
for the Xbox 360? 

A) Xenon 

B) Xbox 2 

C) Viper 

D) Bill's Box 

3 True or False: Xbox development chief 
J Allard required his team to read William 
Gibson's "Neuromancer" as part of their 
preparation for working on the Xbox 360. 

4 True or False: The Xbox 360 features a 
water-cooled heat sink inside. 

5 True or False: You need to have 
Windows XP Media Center Edition to 
connect your Xbox 360 to your PC. 



Xbox History 



Rln 2000 Bill Gates officially announced 
the original Xbox at which of the 
following industry trade shows? 

A) E3 (Electronic Entertainment Expo) 

B) The Game Developers Conference 

C) Comdex 

D) CES (Consumer Electronics Show) 

7 True or False: When it was first released, 
the original Xbox featured broadband and 
narrowband connectivity for Xbox Live. 



8 



True or False: A see-through Crystal 
Xbox was released in Europe. 
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Test Your Xbox Knowledge 



by Joel Strauch 



Sure, you can play the games on Xbox and Xbox 360. But how well do you really know the 

Xboxes and their games? We've put together a little quiz page, so you can test your knowl- 

^^^^^^^^^^^^^^^^^^^^^^^ edge of Xbox lore and character legends. See 





Xbox Games 



Who developed Fable, an involving and 
evolving role-playing game for the 
original Xbox? 

A) Will Wright 

B) Hideo Kojima 

C) Peter Molyneux 

D) John Carmack 

Project Gotham Racing 3 lets 
IU you drive in all of the following 
cities except: 

A) New York 

B) London 

C) Paris 

D) Nurburgring, Germany 

In the Halo series, what is Master 

Chief's real first name? 
A) Jack 
B)John 

C) Logan 

D) Emilio 

HQ In Kameo the game, Kameo the main 
\C- character can turn into all of the 
following except: 

A) A boxing weed 

B) A yeti 

C) A whirlwind 

D) A fire dragon 



how well you do. It won't beef up your 
Xbox Live Gamerscore, but at least you'll 
have personal satisfaction, and sometimes, 
that's all that matters. CPU 





13 



Which of the following hidden 
characters shows up in Dead or Alive 4? 

A) The Marine from Doom 

B) Master Chief from Halo 

C) Max Payne 

D) A female Master Chief from Halo 



A A True or False 

T The original 
Xbox game Full 
Spectrum Warrior 
was originally 
designed for the 
U.S. military. 







Pair the protagonist with the appropriate game, 




15 



Halo 



Perfect Dark Zero 



16, 

1 1 Dead to Rights 

18 



Splinter Cell 



19 



A) Jack Slate 

B) Master Chief 

C) Sam Fisher 

D) Nick Kang 

E) Joanna Dark 

F) Matthew Kane 



True Crime: Streets of L.A. 



20 



Quake 4 




All done. Now tally up your total and upload 
your score to Xbox Live. Just kidding! You'll 
have to share this one with your friends the 
old fashioned way— by email. 

Number correct: 

18 to 20: You're the master, chief! 
12 to 17: You know your stuff. 
8 to 11: Not bad. For a nOOb. 
to 7: Must be a Mario fan. 



ANSWERS 



Plug into Computer Power User for all 
the latest and greatest in the world of 
enthusiast-level computing. 
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Available monthly at your 
favorite newsstand! Or log on to 
www.computerpoweruser.com 
to find out how you can try 3 issues 

RISK-FREE! 



Each month CPU brings you 

a functional mix of hardware reviews, 

information on modding, the latest and 

greatest software, and the opinions of 

some of the industry's leading columnists. 



Mike Magee 



Alex "Sharky" 



Anand Lai Shii 



Kyle Bennett 



f* 
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TO T HE N E XT L E V EL- 



TONS OF GRGAT DESIGNS 
AVAILABLE OR CRGATG 

YOUR 0\A/N MASTGRPIGCG! 



"...a top-nofch product at a very reasonable price. 
Their customer service proved very helpful too, both 
via email and on the phone. If you were considering 
a faceplate to spruce up the looks ofyourXbox 360, 
we say skip the faceplate and step up to a full skin. 
You will be glad you did." 

- Steve Lynch -[HJConsole Review 



NEW CHROME FACEPLATES! 



ORDER T OLL FRG6 1-866-841-0922 

^BDECALGIRL 






PERSONALIZE YOUR WORLD 

shop online @ www.decalgirl.com 
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